á —_ All ÍZ od Warri Character Profiles 


62 ragesofganewimingshots/oeks/andeamtostor 
Sper NES versionandtearcadeGrampionEnton 


By le Eúiors: of Gamer ro Nagazine, 


B / 


Ú ed GGG 5 
\ 


/ 


> 


Written and Edited 
LeeAnne McDermott, Matt Taylor, and Dave Winstead 
Special Consultant 
James Goddard, Capcom USA 
‘Art Direction and Design 
Francis Mao 
Production Coordinator. 
Donna Welsh 
Production 
University Graphics 
Interior Illustrations 
Capcom Co, LTD. and Francis Mao. 


Cover Illustration 
Francis Mao 


ISBN #1-882455-00-2 


Copyright 1992 by GamePro Publishing, Inc., 2421 Broadway, Suite 200, Redwood City, CA 94061. Word rights 
reserved. Printed in the United States of America. No part of the contents of this book may be reproduced or transmitted 
in any form or by any means without the written permission of the publisher. 


Street Fighter”M and Street Fighter II"M; Champion Edition are trademarks of Capcom, Co, LTD. Capcom is a registered. 
trademark of Capcom Co., LTD. GamePro Publishing, Inc., is not affiliated with any of the companies or products named 
in this publication. 


While every effort has been made to confirm the accuracy of the tips and strategies contained herein, GamePro Publishing, 
Inc, makes no representation or warranties with respect to the accuracy or completeness of the contents hereof. 


4 SF Il: The Basics 

8 The Fighter Power Stick 
9 _SFII(SNES) — The Code! 
10 
Li 


je | 
SF Il (SNES) — Special Endings [ | 
SF II: Champion Edition — Special Endings U Ĳ | Ĳ Ĳ Í 


12 _ Blanka Î J 


13 SNES 
20 _ Champion Edition 


25 _Chunli 


26 SNES 
33 _ Champion Edition 


39 SNES 
46 _ Champion Edition 


52 SNES 
59 Champion Edition 


65 SNES 
72 _ Champion Edition 


78 
85 


SNES 
Champion Edition 


91 SNES 
98 __ Champion Edition 


104 SNES 
111 _ Champion Edition 


117 SNES 
120 Champion Edition 


127 Vega 


128 SNES 
131 _ Champion Edition 


138 _ Sagat 


139 SNES 
142 Champion Edition 


150 SNES 
153 Champion Edition 


160 Capcom’s Official SF Il Tournament Rules 


Caling al World Warrior 
wannabes! Whether you aspire 
to be a Guile guru, Chun Li 
champion, or E. Honda expert, 
you must lea the basic moves 
and concepts of Street Fighter Il 
to win it all. Beginners and mas- 
ters alike, study this point-by- 
point guide to Street Fighting to 
add some serious punch to your 
arsenal. Ear a passing grade 
and you may yet graduate from 
coin-op boot camp. 


Nail the enemy with two or three 
powerful attacks in sequence to 
induce dizziness! While an oppo- 
nent is dizzy, you can score one 


de mi 
This is the perfect time to strike. 
with à Combination Attack. How- 
ever, if you haven't mastered 
combas, instead use a Throw or 
Hold while a foe is dizzy. 


Certain characters have the abil- 
ity to trap their foes by using a 
Special Technique followed by 
one or more regular attacks and 
Special Techniques. The idea is 
to suck away energy no matter 
what the opponent does. Master 
the different traps and pattems 
described in the Hot Moves tips 
‘sections to bewilder enemies! 


De 


THROWS AND 


HOLDS 


On the Ground 

To Ground Throw or Hold an, 
opponent, you must both be 
standing or ducking on the 


1) Hold the controller Towards 
or Back and press the appro- 
priate punch or kick button 
listed in the tip while standing 
at close range. How close you 
must stand depends on your 
character - each has a differ- 


2)A Throw is a simple grab and 
toss move that dumps the 
enemy’s body on the ground 
and inficts heavy damage. 
Remember, you can direct 
your Throw left or right by 
pressing the appropriate 
direction on the controller — 
Towards or Back. 


3) When you Hold an opponent, 
you grab his or her body, 
keep it motionless, and pound 
Ît with a physical attack, such 
as a bite. To incur lots of dam- 
age during a Hold, rock the 
controller rapidly left and right 
and tap all six attack buttons. 


In the Air 

An Air Throw is identical to a 
Ground Throw, except both you 
and the enemy must be in the air 


As you're leaping, simply push 
Towards or Back on the con- 
troller and push the appropriate 
attack button. 


Easy Throws 

and Holds 

In most cases, you must press 
the attack button faster than the 
opponent to use a Throw first. 
However, there are certain times 
in the game when you have an 
“easy Throw or Hold” advan- 
tage. By the same token, the 
opponent can counter your. 
“easy Throw,” so be careful! 


in ablocking stance momen- 
tarly, then use a Throw or 
Hold, For example, use a. 
standing-close Jab Punch and 
the opponent will try to block. 


the block stance, quickly 
execute a Throw or Hold. 
Some say this is a cheap 
shot, but hey, in Street Fight- 


er anything goes! 


Counter to Easy 
Throw #1 


IFan opponent tries to freeze you 
with a Jab or any other “cheap 
shot,” don't block. Instead, 
absorb the hit. Just after you're 
hit, execute a Throw or Hold! Be 
careful, if you absorb the hit, you 
stil run the risk of falling to a 
Combination Attack. 


down and stands close over 
your falen body, wait until 
you see your body begin to 
stand up. 


2) As you stand up, immediately 
execute a Throw or Hold. 


Counter fo Easy 
Throw #2 


1) If you knock down the oppo- 
nent and stand close over the 
fallen body, usually the enemy 
can Throw or Hold. To pre- 
vent this, execute any kick, 
punch, or special technique 
just as he or she begins to 


2) the enemy does try to use a 
Throw, he or she will walk 
right into your attack! 


Ed 


The most important lesson you 

can leam in Street Fighter is 

howto block. 
ï 


head, pull Back to block it from 
a standing position and take 
no damage. If you block a 
Special Technique, you'llose 
alti le. 


2) fan enemy strikes with a 
move that hits your chest or 
feet, pull Down-Back to block 
itfrom a ducking position and 
take no damage. Ifyou block 


a Special Technique, you'l 
lose atie fe. 


Ranges and Counter- 
Moves 

Try to leam the different ranges 
of each World Warrior’s basic 
attacks and Special Tech- 
niques. Each move has a limit- 
ed striking distance, and you 
can score a clean counter-strike 
if you leam these ranges. I's, 
possible to counter virtually 
every move in the game. See 
the Head to Head sections for 
some specific tips on counter- 
ing Special Techniques. 


1) When you're dizzy, you're 
stunned and you see birds 
or stars. To rouse yourself, 
rock the controller rapidly left 
and right and tap all six attack 
buttons. 


2) If you're caught in a Hold, use 
the method described in step 
one to escape. While you're 
dizzy or caught in a hold, you 
can also Charge energy to 
use a special technique, 


SPECIAL 


TECHNIQUES 


Special Technique mastery is. 
the key to becoming atrue 
World Warrior! Each character 
possesses two or three Special 
Techniques, which you use by 
pressing the controller in multi- 
ple directions and hitting one or 
more attack buttons, Check out 
the diagrams below to visualize 
how the moves work in real fe. 


Precision Techniques 
Precision moves require you to 
press between three and six 
points on the controller, then hit 
a punch or kick button. 


Fireball Motion 
(Ryu, Ken, Dhalsim, Sagat) 


PUNCHES 


dn sro Free 


Srl Forward hont 


King At 


Press the controller to the fol- 
lowing points: 1) Down, 2) 
Down-Towards, 3) Towards. 4) 
Just after the controller reaches 
Towards, hit the appropriate 
punch or kick button to throw a. 
Fireball. 


Continued on p.& 


Motion 
(Ryu, Ken, Sagat) 


PUNCHES 


Forward amd 
Keng et 
Press the controller to the fol- 
lowing points: 1) Towards, 2) 
Down, 3) Down-Towards. 4) Just 
after the controller reaches 
Down-Towards, hit any punch. 
button to execute the Uppercut. 


Tiger Knee Motion 
(Sagat) 


PUNGHES 


Press the controller to the fol- 
lowing points: 1) Down, 2) 
Down-Towards, 3) Towards, 4) 
Up-Towards, 5) At the exact 
moment the controller reaches 
Up-Towards, hit any kick button 
to use Sagat's Tiger Knee. 


Yoga Flame Motion 
(Dhalsim) 


PUNCHES 


Press the controller to the folow- 
ing points: 1) Back, 2} Down- 
Back, 3) Down, 4) Down-Towards, 
5) Towards. 6) Just after the con- 
‘roller reaches Towards, hit any 
punch button to blow Dhalsim's 
Yoga Flame. 


Spinning Pile 
Driver Motion 
(Zangief) 

You can begin the motion for 
efther method any time, even 
while you're knocked down, 
dizzy, orin an opponent's Hold. 
However, be sure to press the 
final point on the Spinning Pile 
Driver motion from a standing 
position. 


Pile Driver 
Method A 


eee 
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Press the controller to the fol- 
lowing points: 1) Towards, 2) 
Down-Towards, 3) Down, 4) 
Down-Back, 5) Back, 6) Up- 
Back. 7) At the exact moment 
the controller reaches Up-Back, 
press any punch button. Use 
this Spinning Pile Driver method 
from a standing position. 


Press the controller to the foi- 
lowing points: 1) Towards, 2) 
Down-Towards, 3) Down, 4) 
Down-Back, 5) Back, 6) 
Towards. 7) Just after the con- 
troller reaches Towards, press. 
any punch button. Use this 
Spinning Pile Driver method as 
you jump Towards opponents. 
Charge Techniques 

In a Charged Special Tech- 
nique, you must hold the con- 
trolle in the direction indicated 


for two seconds, then press the 
controller in the opposite direc- 
tion and hit the appropriate 
punch or kick button. There are. 
two basic Charge Moves: Back 
Charges and Down Charges. 
You can Charge energy for a 
Special Technique any time 
during the game, even before 
‘the announcer yells “Fight” at 
thestart of the match. 


Back Charge Motion 
(Blanka, E, Honda, Guile, Balrog, 
Vega, M. Bison) 
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1) First, hold the controller Back 
for two seconds (three seconds 
if you're attempting to use M. 
Bison's Scissor Knee). 2) After 
you've Charged for the appropri- 
ate length of time, press the 
controller Towards. 3) Just after 
the controller reaches Towards, 
press the appropriate punch or 
kick button to execute your 
Charged Special Technique. 


Dowm Charge Motion 
(Chun Li, Guile, Vega, M. Bison) 


PINCHES 


1) First, hold the controler Down 
fortwo seconds. 2) After you've 
Charged Down, press Up. (For 
Vega's Wall Climb, press ether 
Up-Left or Up-Right) 3) Atthe 
exact moment the controller 
reaches Up, press any kick but- 
ton to execute your Charged 
Special Technique. 
Universal Charge 
Motion 

(Blanka, E. Honda, Guile, Balrog, 
Vega, M. Bison) 

Hold the controller Down-Back. 
to Charge any Special Tech- 
nique. Since Down-Back touch- 
es both Down and Back, youre 
ready for anything! 


INCH 
oo 
Sarl Fanart 
KIENS 
1) Hold down all three punch 
buttons or all three kicks buttons 
for one second, 2) Release the 


three buttons you selected to 
bust Balrog's Tum Punch. 


Button Tap 
Techni 


Button presses without a con- 
troller motion form the rest of SF 
I's Special Techniques. 


Rapid Button Tap 
(Blanka, Chun Li, E. Honda) 


Rapidly tap the appropriate 
punch or kick button to use your 
Special Technique. You can 
build up energy to execute the 
move by tapping the button any- 
time - standing, ducking, jump- 
ing, knocked down, or dizzy. 


A Two-in-One is any Special 
‘Technique with a regular kick or 
punch thrown into the controller 
motion. The two attacks togeth- 
er are displayed very quickly and 
form two moves in one. Only 
certain characters can use Two- 
in-Ones, and there are restric- 
tions on which punches and 
kicks can be used. 


EE ee 
For characters who use multiple 
controller-point Special Tech- 
niques, you must add the kick or 
punch at any point on the con- 
troller before you complete the 
motion. For example, to use 
Ryu's Two-in-One Fireball, press 
the Fierce Punch when the con- 
trolle is at step one (Down) or 
step two (Down-Towards). As 
you press Fierce, complete the 
motion all the way to step three 
(Towards), and press any punch 
button to throw the Fireball. 


(Blanka, Guile, Balrog, Vega, 


For characters who use 
Charged Special Techniques, 
you must add the punch or kick 
at the beginning or middle point 


on the controller before you 
complete the motion. For exam- 
ple, to use Guile's Two-in-One 
Sonic Boom, press the Fierce 
Punch when the controller is at 
step one (Back), or when the 
controller is centered and before 
it reaches step two. As you 
press Fierce, complete the 
motion all the way to step two 
(Towards) and press any punch 
button to throw the Boom. 


COMBINATION 


ATTACKS 


A combination attack is any 
‘series of hits which the oppo- 
nent can't block if the first strike 
in the series connects. Combos 
are best used while an enemy 
is dizzy. 

Basic Combos 

In Street Fighter Il, there are 
three target points on the 
enemy's body - head, chest, 
and feet, To use a combo, fluc- 
tuate your hits in-between 
these target points. For exam- 
ple, a standard triple-hit 
combo is: 


1) Jump Towards the enemy 
and throw a Fierce Punch to 


2) Land, and from a standing 
position, quickly throw a 
Strong Punch to the chest. 


Roundhouse Kick to the feet 

forthe final hit. 
Since you varied the target 
points, the three hits wil strike 
very fast. the opponent mis- 
blocks the first hit to the head, 
he or she will not be able to 
block the second two hits. 


Advanced Combos 
Now that you understand the 
principle of a combination 
attack, try adding Special Tech- 
niques and Two-in-Ones to a 
combo. Use a hit to one of the. 
three target points, usually the 
head, then attack with a Special 
Technique or a Two-in-One. If 
you're playing a character who 
uses Charged Special Tech- 
niques, prepare the Charge as 
you begin the first hit in the 
combo. 


Re-Dizzy Combos 
Here's the ultimate move in 
Street Fighter Il - dizzy your 
opponent twice in a row! It's 
very difficult, but can be done, 
After you dizzy an opponent 
once, you need to inflict three or 
four unblockable hits for a sec- 
ond dizzy in the SNES version, 
or six hits for a second dizzy in 
the Champion Edition. 


Hands On with the 
Capcom Fighter 
Power Stick 

You hold an oblong object in 
your left hand, as your right 
hand frantically busts kicks and 
punches. Yoga Flame! Dragon 
Punch! Spinning Pile Driver! 
What is this, a bad kung fu flick 
meets pro wrestling? No way, 
big, tall, and ugly! This is what 
is like to play Street Fighter Il 
forthe SNES with the Capcom 
Fighter Power Stick close at 
hand! 

The Power Stick is a light 
but heavy duty, lean but mean, 
cool-looking piece of equip- 
ment. It's armed for battle with a 
V-shaped layout. Buttons L, X, 
and R form the top row of but- 


tons, and Y, B, and A comprise 
the bottom row. All your attacks 
are conveniently located on the 
unit no more finger-dancing in 
the heat of combat. 

The joystick itself is small 
with a good-sized thumb knob 
on top. The movement circle. 
around the stick is tight, enabling 
you to nail any direction with min- 
Imal movement. 

After extensive play testing, 
Capcom's experts have devel- 
'oped three reliable hand posi- 
tions to easily execute SF I's 
hottest moves with the stick. 

No matter which character 
you choose, hold the stick in a 
closed fist for easy basic move- 
ments. You can also use 
Charged Special Techniques 
with this grip. 


IFyou're playing a character 
who uses Fireballs, start from 
the standard closed-fist grip. 


Then open your ist, curl your 
fingers around the knob, and. 
flick your fingers to toss those 
great balls of fire. 


Use this hand placement to toss a 
Fireball. 

IFyou select a character with 
a Dragon Punch or Spinning Pile 
Driver technique, try this grip. Flip 
open your hand and hold the stick 
in-between you middle finger and. 
ring finger, with knuckles facing 


down and palm up. Curl your mid- 
dleand index fingers around the 
base ofthe knob, Rest your 
thumb on top of the knob as a 
guide. Make quick, accurate 
thumb movements to bust the, 
technique. 


Use thís hand placement to bury 
opponents with Dragon Punches 
and Spinning Pile Drivers, 


The CFPS' features don't 
stop with good Street Fighting 
control. You also get individually 
selectable, three-speed Turbo- 
fire and Auto-fire for all six 
attack buttons. Slow motion uti- 
Iizes the same three-speed sys- 
tem. Additionally, the Power 
Stick is compatible with both 
the NES and the SNES. 

For SF Il or any other game, 
the CFPS is a great power-up. 
But most of al, you probably 
reach for the unit when you get 
the urge to play with Street Fight- 
er and joystick, too. 


The Power Stick's slick, but Cap- 
com’s got even more merchan- 
dise in store for World Warrior 
gurus. Here's the lowdown. 


Curenty, only avaliable in 
Japan, Street Fighter Collector's. 
Coins are hotter than siver dollars, 
orsiver yen. The 12-coin limited 
edition set sports a World War- 
rior's face on the front and an SF Il 
logo on the fip side. Capcomis 
considering U.S. distribution. 


A special edition of SF Il 
Trading Cards in now available 
from Capcom's mail order ser- 
vice. The front features art 
straight rom the SNES game's 
manual, and the back lists the 
character’ vital stats, best 
combo, and a screen shot. 


Other World Wantor items 
include watches, T-shirts, caps, 
posters, embroidered patches, 
and stickers. Not one to rest on 
its fists, Capcom's also negotiat- 
ing licensed development of toys, 
comic books, TV shows, and 
movies. For SF Il game play or 
merchandise questions, call Cap- 
com’s hotiine at (408) 727-1665. 


Finally, you notice that the 
World Warriors now show off 
their true-to-form Champion 
Edition colors. Even the bosses 
sport new looks! 


Attention Super NES Street 

Fighter fanatics! With this 

crankin’ code, you can access __ When you hear the chime, 

several Champion Edition fea- check out the title screen. It 

tures in the SNES cartridge. tums blue, just ike the coin-op 
Champion Edition's tte screen. 


PLAYER, SELECT 
a 


ee B 
Insert the cart and tum on your 


Super NES system. When you ___When you begin the game, both 
see the Capcomlogo appear __ players will be able to use the 
on-screen, quickly press Down __same character! This makes 

on the controller, Button R‚Up possible the baddest grudge 

on the controller, Button L, But- matches ever. 

ton Y, and Button B. Ifthe code 

worked, you! hear a chime. If 

you don't hear this chime, press 

Reset and try again. 


The greatest challenge the World 
Warriors have ever faced is M. 
Bison, the evil crime boss who. 
controls the illeit smuggling oper- 
ation in Thailand. The length of 
the victory ceremony you witness 
after you take Bison's SNES 
Street Fighter belt is determined 
by the game's difficulty setting, 
and the number of continues and 
rounds you use to win the batte. 


CONGBATULATIONS! 


Level 0-2: Complete any of 
these skll settings and you'l be 
asked to try a harder level to see 
atrue game ending. 


and you scope out a personal- 
ized ending created forthe char- 
‘acter of your choice 


-7: you want to see the 
names behind the game, this is it! 
A full Ist of Street Fighter IL cred- 
its wil scroll across the screen 
while your fave World Warriors. 
mixt up in demo mode, 


el 7: Beat the game in one- 
player mode without swapping 
characters during the toumament 
and you'l see a special congratu- 
latory screen that depicts the 
eight World Warriors together. 
el 7: Win this beat-em-up 
battle without swapping charac- 
ters or using any continues dur- 
ing the toumey, and you'l geta 
new version of the congratuiatory 
screen that depict all 12 char- 
acters, including the bosses. 


7: Complete the cart with- 
out swapping characters or os- 
ing a single round, and the 


congratulatory screen will 
appear. You can now hear Chun 
Lisay “Yatai” by pressing the 

Start button! 


nainas revealed 


STREET FIGHTER Il 
SPECIAL ENDINGS 
REVEALED! 


No matter which ofthe 12 World 
Wanors you select as your main 
martial artist, beating your way 
through Street Fighter Il: Cham- 
pion Edition is tough. you win 
and pound M. Bison's face into 
the cement, you'll be treated to a. 
personalized ending sequence 
for the character of your choice, 
In-addition to the regular ending, 
take a peek at this top-secret 
special ending for Street Fighter 
masters only! 


1) Choose your favorite fighter 
and beat up allthe computer- 
controlled enemies in 
sequence without losing a sin 
gle round. You must play in 


one-player mode only. lfa 
second player joins in the 
action, the trick will not work 


2) After you topple Bison, the 
regular ending sequence will 
roll Once this is complete, the 
fun begins! 


A kick ín the crate courtesy of 
Chun Li, 


Ryu is unimpressed by his oppo- 
nent, the drum. He stil awaits a 
true challenge. 


A 8. é 


GS 


3) Excellent! You get some slick 
pix of all 12 Street Fighters 
busting moves on drums, bar- 
rels, and crates. As the 
brawlers break their targets, 
mug shots of the SF Il deslgn- 
ers appear on-screen, 
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Personality Profile 
A young boy named Jimmy 
disappeared into Brazil 
after a plane crash, He was 
raised by wolves, In a. myste- 
rious accident, Blanka 
mutated and gained him 
the ability to channel 1,000 
volts through his skin, With 
this shocking technique dis- 
GOvery, Jimmy realized his 
dream of becoming a World 
Warrior. He proded through 
the rain forests of Brazil, 
ted tree trunks to build 
muscle tone, and learned to 
Propel his massive girth at. 
| Opponente, Finally, he 
” i f Joumied to Brazite cities to 
ver. ap É Street fight the best of the 
k best with a new name and 
identity - Blanka! His 
Mommy, however, still 
Searches for her lost. son |L 
And the anklets she gave to 
Jimmy so many years ago, 
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Electricity to zap 
Tap any En button 2 Ee ei a 
i Farid to send an elect incoming opponent 


surge through. Blanka's skin. 


press Fierce to use Blanka 5 K 
outstretched claw attack. Ä 
move nails jumping enemi 

out ofthe sky! 


y)Stand 
nenten ge 
ol 
and press 
Ê oui the oppor 
| gerkesvcosne 
\ 2) Ouch, this attack is 


ble-decker! 


ent with, 


1) Charge Back, then press 
Towards plus any punch 
button, Blanka will rol into a 
ball and slam into the 
enemy, The stronger the 
Punch button used, the 
faster you'll fly across the 
screen. 
2) Use this attack to take down 
jumping opponents. Howev- 
er, be careful If you're hit 
You Iltake double the normal 
damagel 
3) Charge the Roll on the 
ground, in the ar, during a 
hold, or even in the middle 
ofa Roll 


14% Damage 
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distance. 


En 
Move close to the enemy, 
then push Towards and 
Press Strong Punch, You’ 
Pummel the foe 
butt 


>) 2) This attack hits twice, 


high and once low. 


With a head 


once 


1) Move close to the enemy, 


" 5 then hold Towards ang | 
e opponen d- Press Fierce to take a tasty 
OEE chunkor flesh out of their 

Tris moe | cel 


er | 
zn often count E | 2)Foran Easy dinner, use the 

es, such bite just after an opponent Í 
! | recover 


15 from a special 
technique 


|‘) Charge Down-Back ora 
Roling Attack. While 
crouching, press Towards to 
start the Roll. Midway 


through the motion, use a 5 
1 
ducking Forward Kick. ) bs Towards the enemy 4) Leap Towards the enemy, 
| 2Press Towards plus any h heh with a Round- ‘and while in mid-air pull 
punch button tocomplète | 2) and Kick, Back to Charge for a Rolling _À 
| Ee be Yo IL score two pr Se ad astanding- Aen As you De throw a 
DE nch, ierce claw to the skull. 
JEN, duck and use a 2) Land, and while stil Charg- 
- house Kick for an |“ ingthe Rol, use a ducking 
4 Easy three-hit knockdown. Forward Kick. 
8 3) Now push Towards the 


& opponent and press any 
‘punch button to Rol into his 
facel 


3) Duck and complete the 
combo with a Fierce Punch. | 


1 
and attack with a Round- 
house Kick. 


ne U 
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Attack to send her reeling. Use 
leaping Roundhouse Kicks to 
take her down in mid-air or =: S 
she'll use an Air Shoulder Bite Ryu's head after he misses’ 
a Dragon Punch. To negate a 
Fireball, give him a swift kick 
below the belt just as he starts 
the motion. 


vs. Guile bi 


Give Dhalsim shock therapy 

with Electricity if he tries to 

skewer you with a Body Spear 
Now it's mutant vs. mutant! or Torpedo. Throw ducking 
Zap Blanka with electricity Fierce Fists when he uses elas- 


when he tries a triple-hit tic limbs from a mid-range dis- 


Block Guile's Sonic Booms, 
then strike with a Rolling 


Attack. You can stop Guile's Use Rolling Attacks from a 


combo, and use a Roundhouse __tance. 
kick to stop his Rolling Attack. 
Take a conservative stance 
when playing yourself or you'll 
be creamed! 


Flash Kick with a well-placed. 
Fying Claw! Use a ducking 
Roundhouse to trip him up 


when he tries a Spinning Back- 
fist 


close distance - don't try them 
from far away or Zangief will 
use a Spinning Clothesline. 


Jump Towards him and. 


unleash Electricity before he 
can counter with a Spinning 
Pile Driver! 


Think twice before using a. 
Rolling Attack or Honda will 
Slap you with One Hundred 
Hands. Instead, leap Towards 
Don't, don't, don't use Electrici- _ him with a Fierce Punch 

ty when Chun Li's jumping or Rapídly press Fierce in mid-air, _ jumping Roundhouse when he 


Take Ken to the cleaners with a 


she'll Heel Kick you! Instead, then press Strong on the pulls a Hurricane Kick. Follow 


Block back and Charge up ground and use Electricity with a Rolling combo and put 
energy when she tries a. him away! 
combo. Then use the Rolling 


Trip up Balrog with a crouching 
Roundhouse before-he can use 
à Tum Punch. Give him a Fly- 
ing Claw to the face and use a 
combo while he's stunned! 
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fl 


AAL 


SN 


with a Rolling Attack. Use a low 
Roundhouse to knock him down 
when he throws a high Fireball, 
and try a jumping combo if he 


De 4 tosses a low Fireball. 
ame 
tide 

When Vega springs off the 
wall, leap and nail him with a 
flying Roundhouse Kick. Then 
string several Roundhouses 
together to knock him dizzy! 
Use a Rolling Attack to avoid 
his Fence Climb 


ie 


Send shock waves through the 
car with Electricity. After the 
side door's demolished, scale 
the hood and zap the other 
side. 


vs. Sagat 


From a safe distance, use a 
Rolling Attack to nail Bison. 
Charge the move in mid-Roll 
and use it over and over until 
he's demolished. If Bison exe- 
cutes a Scissor Knee, make 
hìm taste the bad medicine ofa___ Move close to the wall and fry 
Flying Claw. it with Blanka's Electricity. After 
it's partially crumbled. leap 
over the wall and turn on the 
juice again. 
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Make Sagat suffer the conse- 
quences of a missed Uppercut 


After crunching Bison, Blanka 
is surprised when an unfamiliar 
woman steps out from the 
spectator crowd. She claims to 
be his mother, but Blanka. 
doesn't believe her. Then she. 
notices his anklet and cries out 
with joy, “Jimmy!” Blanka. 
cries, hugs his mommy, and 
finally remembers his past. 


| still the beastie Voy of 
$he Street Fighter 
, Blanka can now 


Blanka's level is an 
jf under con” 


jed around the tree. 


en 
with the theme of the Champion Edition, 
Notice the recolored snake wrapp 


a Sticking 
orange-reddish hue. 


OTTER 


SS 


eel 
BO al 
NI 


td the joystick In 
indicated for 


ndme: 


Tap any punch button to fire 


Jump straight up in the air, 


to throw a . 
Blanka's Ei i Kel pkg Ee wekte 
Ke S Electricity inajft, quick fist ek jumping As an opponent leaps 
9u can fy enemies quicky en Towards you, stand stang _|e% 
[ard efidenty enemies out gi. P7885 Roundhouse. You'fip 
/ hen press De Wi Over and knock the foe right 
Oner B kee punchtut-_ WOB _Â . gn 
jards " | 3 Ee 
bee use Blanka's improved | £ je 


Out ofthe sky! Use 
Rol.The stronger the punch 


= this move 
28% Dara Just as the foes starts ascend 
En ing to catch them eariy and 
her you'll roll. 
used, the fart 
NN jer an 
Now he'lstop ov 


Unprepared, 
Î of 

’s fallen body instead 

E oli En if hit while 

olie. Blanka no longer takes 


double damage. 


à. 


TSN, 
Jump Towards the enemy _ 2) As You fal, rapidy tap 
nd throw a Strong Punch, Strong to induce shock ther- 
py. Even ifthe foe blocks, 
You'll suck away some fe! 


B 
5 nemy Ï 

| ‚k an ef 

\_1) After you knocl Bl 

We El rol Towards the falen | 


9) youre approximately haft en | foe and rapidly press any 


- 
of the screen away from the junch Button. lectify | 
Enemy, use a Jab Roling ll 2)Youlland on and ee | 
| theenemy after vou 


Altack instead of a Strong 
5 from the Rol! 
Pr - 


to Roll right into the Bite. 
nn 


be 25 eN hd 
Jour opponentisaful___2)As you land immediately 

Soreen's distance away rom press Strong again for an 
You, Charge Back, then Instant Head Bite move! 

press Towards plus Strong 

to use the Rolling Attack 


Block Blanka's Rolling Attacks, 
hesitate for just a moment, 
then counter-Roll and peg him 
‚on his way down. Duck and 
use Forward Kicks to de-zap 
his Electricity. Throw leaping 
Jabs or Strongs to knock him 
out of the air when he tries a 
jump kick 


Duck and tap Fierce to throw a 
monkey-wrench into Chun Li's 
Whirlwind Kick. If she tries her 
Flipping Neck Breaker, leap and 
use the Beast Slap to send her 


reeling. If she leaps in the air, 
use your Jab-button Rolling 
Attack followed by a quick 
Head Bite. 


Se.) 
If Dhalsim's poised to skewer you 
with an Instant Spear or Torpedo, 
take the hit, then Electrify him if he 
lands near you. Hop over Dhalsim's 
Yoga Fire and Short Kick his 
extended limbs. 


vs. E‚ 


Use a standing Short Kick to 
counter E. Honda's Sumo Head. 
Butt. If Honda uses his Moving 
Hundred Hand Slap, Short Kick 
his fists, too. If Honda leaps at 
you with a Sumo Splash, 
reduce it to a drizzle with a 
standing Roundhouse. Be care- 
ful with your Rolling Attack or 
you'll get torpedoed by a Sumo 
Head Butt! 


e 3 
kk 
Don't jump Towards Guile 
from too far away or too close. 
When you land after a leap, use 
a ducking Forward Kick to stop 
his Forward. A well-timed 
Roundhouse takes out his 
Sonic Boom attempts. Use a 
Rolling Attack to counter 
Guile's Knee Thrusts. 


on Blanka's 
parade with a Hurricane Kick, 
so stop him with a Beast Slap 
or a standing strong. Trip up 
Ken with a ducking Round- 
house when he attempts a Fire- 
ball. Don't leap over Fireballs or 
Ken will deliver a Fierce Dragon 
Punch. 


Duck and throw a Fierce Punch 
to knock Ryu out of the air. If 
Ryu tries to blow you over with 
a Hurricane, wait until he's 


close, then throw a standing 
Fierce Punch. If he uses slow 
Fireballs, leap Towards him 
and execute a Roundhouse 
Kick to the face. 


npe LS Wal 
If Zangief tries to pin you 
against the wall with a Moving 
Spinning Clothesline, duck and 
use a Roundhouse to trip him 
up. Stand still and throw 
Strong Punches to take Zangief 
out of the air if he leaps 
Towards you. If you jump kick 
Towards Zangief, be sure to hit 
him just before you land or 
you'll get driven into the 
ground with a Spinning Pile 
Driver. 


out Bison's Flaming Torpedo. 
Use a leaping Roundhouse or a 
standing Strong Punch to clip 
his Scissor Knee. If Bison goes 
for a Head Stomp, counter with 
a Beast Slap. 


Use hopping Roundhouse 


Fl Fa The drums sound a warning 

ee, BE _ for careless players, so watch 

Aad a dei) EE _ outfor stray flames and fight 
Kicks to knock Sagat woozy. If 


fire with Electricity. 
he tosses a high Fireball, duck _ VS: he Barrels 
and throw a Fierce fist. Block _ Bonus Stage 


his Tiger Knee technique, then 
immediately bust the Face Bite. 


As the barrels attempt to bowl 
you over, leap up and Beast Slap 
them into splinters, As you leap, 
tap Strong f@,charge up Electrici- 
ty for shocking results. 


stop Balrog’s normal punches. 
IF he tries a Dashing Punch or 


Dashing Uppercut, duck and 
trip him. To stop a Turn Time standing Strong Punch 
Punch, throw a crouching- or aleaping Roundhouse to put 


close Fierce as he pulls his, 


Gheck out Blanka's ending, 
Champion Edition style! 


Stand still and throw a Round- 
house Kick to counter Vega's 
Wall Climb technique. Use à 
ducking Roundhouse to dèvas- 
tate him in Tumbling Claw 
mode, Use leaping Strong 
Punches get the upper hand in 


the air. 


uali Chunli Chuuli Chun Li Chuuli Chuuli Ch 


ì PD s Dave of Bier: March, | 
) 1968 | 

Height: 5 ft. Bin. | 

Weight: Unknown 

Blood Type: À \ 

» Home Land: China, 

Á Martial Art: Wushu 

Likes: Aerobics, Education 

pislikes: M. Bison 


era Afar den 
Ed) And weight 
two evaetatin, develo; 
legs tol, her mus; 
one light cular 
Pponents aise ek ien, 
er 


me: 
jg no chance for you 


ir (er je le ‚Chal 

\ r on: Oka) zo beat mel enge 
“spinning Round Kick” € Ö someone eee” 

| (Whirtwind Kick) Á S SF Nhat a wir woman 


W) ‚der there jg a much | 
Ve (d py nae opponent? | 


punches 


jab Strong Fierce 


es 


Four 
J 42% Damage 


39% Damage 


Ö Close Strong. 
) Complete this kler attack 
à ducking Roundhouse, 


1) Leap at the opponent with, 
your Head Stomp. 

2) Tap Forward Kick rapidly to 
infict four hits and induce 
dizziness. 

3) Now, repeat the Down 
Kick maneuver to dizzy 
him or her again! 


mn ne 

1) Jump Towards an enemy 
with a Fierce punch 

2) Land and use a standing- 
close Strong. 

3) Finish off the move with a 

standing Fierce. i 


23% Damage 


1) Leap Towards the enemy 
with a mid-air Jab. 

2) Land and throw a standing” 
close Jab. 

3) Then use a standing-close 
Strong. 

4) Finish this four-hit attack 

with a standing Fierce. 


2) Tren use a Fierce for à 
‘standing two-hit move. 


4) fan opponent tries to MIS 
cle in too close to Chun LI 


tap Strong. 


Down, then press 

any ek buiton. 

jnatthe enemy 
{ Chun Li legs, 


per Hit 


ee 
{ wnitwind Kiek _20% Der 


fre blasts! 


|P) Tap any kick button to 
|_charge Chun L's hyper- 
speed leg attack, Press all 
three kick buttons rapidly to 
Extend its duration, 

9) Use the Lightning Leg to 

|_ Score several hits, even ittne 
|__ opponent blocks. 

|_9) Charge the Lightning Leg in 
|__mid-aror during a choke 

| hold for. devastating results. 


24% Damage 


4) Pin an enemy against the 
edge of the screen, then 

use a Head Stomp. 

2) Now press Roundhouse 
Kick for a double-hit. 


Strong or Fierce to dump 
the opposition. 


4) Jump in the air, then press_ 2) fan enemy uses a Special 


Technique, block the hit, 
then leap up and use your 
throw! 


13% Damage 


j Duck and press Round- 
house to knock the oppo- 
nent off his or her feet 


7) Use this attack to complete 


a combo for deady results! 
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|) Fes EN 
| 1) Wham, bam, a Chun Li slam! 


ae 


Hold Back or Towards an 
opponent on the ground, 
|__ then press Strong or Fierce. 
|_2) For an easy throw, move 
|___close to the opponent and 
|__press Jab, If he blocks, 
quickly execute the Shoulder 
Throw - it's almost Unstop- 
pable! 
3) IFan enemy knocks you 
down, stand up and use a 


Throw to oounter incoming 
âssaults. 


ee 


CHUN LI 


Ci MS 


Head to Head 


Meet the Brazilian beast in 
mid-air with Short Kicks to 
knoek him down and. out. Use 
Head Stomps to counter Blan- 
ka’s Ball and Electricity 
attacks. 


Dupe-Chun Li into leaping at 
you, On her way down, snatch 
her with an Air Shoulder 
Throw! Use high jumping 
Roundhouse Kicks to keep her 
ata distance. 


The elastic mystic will kick and Head Stomp to counter Guile's 


punch across the screen. No Flash Kicks. If Guile misses a 
problem — Head Stomp his Flash, use your Strong-Fierce 
extended limbs! Land near two-hit combo. 


Dhalsim after a kick and use 
the Body Throw. 
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Don't jump on Honda's head or 
hel use the invulnerable Head 
Butt technique! Instead, ure him, 
into the air and use Chun Lis 
speedy Shoulder Throw attack. 


e= lam a 
Overpower Ken's Helicopter 
Kick with Chun Li Lightning 
Leg. Also, use the Whirlwind 
Kickfor temporary immunity 
to Fireballs 


Take advantage of Ryu's slow 
Fireball recovery time. Jump in 
and use a triple-hit combo 
before he can execute a Drag- 
on Punch. 


Zangief's a big target, wide 
open to a re-dizzy Toe Tap 
combo. Land your two-hit 
standing combos to push 
Zanglef away when he tries a 
Spinning Pile Driver. 


en 
Use Chun's long-range stand- 
ing Fierce punch to easily dizzy 
Balrog. Head Stomp the boxer 
to counter his Tum Punches. 


Beat Vega's blinding speed 
with mid-air Short kicks 
When he leaps away, strike 
with long-jumping Round- 
house Kicks. 
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the car, use the Lightning Leg, 
hop over the car to the other 
side, and whip up the Lightning 
Leg one more time. Repeat for 
maximum car crunching. 


Move in with ducking Forward 
Kicks to catch Sagat off guard. 
IFSagat misses an Uppercut 
throw your standing two-hit 
combo, 


To obliterate the wall, push 
Towards it and use Chun Li's 
Lightning Leg. You can 
destroy the entire wall with- 
out moving. 


Terrorize the drug dealer with 

a jumping Roundhouse, which 
knocks him out ofthe air. Trap 
him agaïnst the wall and use a 
Head Stomp for an easy dizzy, 
followed by a combo. 


Bison’s smuggling cartel nearly 
| c shattered Chun Li's childhood, but 


EI E__ nowit's payback timel Chun Li 
Chun is Lightning Legisthe _ avenges her ather's death and 
secretto success inthe Car sis herspit ree 
Bonus Stage. Push Towards 


ES 

| Ls Champion Edition 
hun 

| a ground color. 


An acrobat at heart, 
| Chun Li worked out at 

the gym and developed 

hew applications for 
| her oe mid-air 
Moves, She can now 
flip AWay to safety, or 
Somersault and kick 
enemies to confuse 
them, Her new aerial 


| Maneuvers are ve; 


distracting to her foes, 


Jump Up 


Eet 2 


percentage inc amal daags DN ppnas Wear. 


Towards: Push the Joystick 
porizontalty in the direction 


Strong 
ection of the opponent Puree 
Charge: Hold the joystick In 

the direction indicated for 

two seconds. 


of the opponent 
'gack: Push the joystick hort: 
zontalty in the opposite dir 
jab Strong Fierce 
ee = 


SPECIAL 1/4 
TECHNIOUES lg 


, 
Ik 


Hf 


Ing Chun Lis Ligf 
5 ht- 
Ere lapang any id 
the Leg ind Kick Charge DONT, and then hit Forward to 
de adeady kick to the 


2) Afterward 
s, 
cally fips Chun automati- 
danger. 


outof | 4) stand Close tothe enemy 
‘and then press Towards 
plus Roundhouse to flip into 
the air and nail the enemy on 
the way down. 

2) After knocking down the 
‘opponent, wak Towards the 
falen body. Just as his or 
her body bounces on the 

| ground second time, press 

Roundhouse to strike wi 
ee 7 another Flipping Neck 

ing ver a stand- R- Breaker. If your timing Ís 

eenen 9) Complete this dead & right, your hit low justasthe 
with a Chest Fi Kick combo enemy is starting to stand 

up. If your move worked, 

Chun L's feet will seem to 

pass through the floor. 

Repeat this move over and 

over to keep your attacker 

off balance. W's difcult to 
block. 


\ 
| mn ee en Md 
| tamp Towards the enemy 2)AS nun Li lands, smuftane- 3) Then, the Ligh 
| __witha Fierce. (ously hit Fierce. and rapidly agekin” 
tap Roundnouse. First the 
Fierce will deck the opponent. 
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CHUN LI 


Jump Towards Blanka with a 
Forward or Short Kick. When 
you land, immediately hit For- 
ward again to tag him and exe- 
cute a Chest Flip Kick out of 
danger. To counter the Brazil- 
ian Beast's Rolling Attack, blitz, 
him with a Chun Li Head 
Stomp. 


vs, Chun Li 


Head to head, Chun's Whirl- 
wind Kick is a deadly weapon. 
To defend against it, crouch 
and Roundhouse her as she 
Whirls by. You'!l dodge the legs 
and cause damage at the same 


time. When she jumps Towards 
you, leap and try to snag her in 
mid-air for an Air Shoulder 
Throw. To play it safe, jam. 
underneath her, turn, and tap 
Forward to nail her with a Chest 
Flip Kick. 


Don't get tricked into jumping - 
you're an easy target for Dhal- 
sim. Always have your Light- 
ning Leg rewved and ready to 
go. If you manage to make any 
contact with Dhalsim, fire up 
the Leg to do some quick dam- 
age. Otherwise, play defensive- 
\y against elastic man. 


ze 
When the big man tries to Hun- 
dred Hand Slap Chun, jump 
over and land behind him. Try 
to quickly knock him off bal- 
ance with a Triple-Hit Combo. 
Chun Li can try to Toe Tap 
Honda, but watch out for 
the Head Butt. Honda's 
quick with the Head Butt, 
‚so Chun Li should avoid 
jumping towards him. 
Keep this battle on the 
ground 


b 5 Ide 
Jump Towards Guile only from, 
far away. When you do jump, 
play it safe with a Forward or. 
Roundhouse. Otherwise, Guile 
can easily walk underneath and 
throw you. When Guile's toss- 
ing Sonic Booms, try to stay 
close and use Forward or 
Roundhouse to block him in 
mid-Boom. 


Ken's deadly Dragon Punch 
packs a longer reach in the 
Champion Edition. Against Ken, 
play defensively. Crouch and 
when Ken throws a Fierce 
Dragon, jump him and use an 
Air Shoulder Towards Throw. 
Stay on the ground and try to 
out-time him with low For- 
wards and Roundhouses. If 
you're lucky, you'll trip him up. 


If you're standing very close 
and Ryu tries to fry you with 
his speedy Fireball, fly into a 
Whirlwind Kick the second 
before you're hit. You'll whirl 
through the Fireball, and do. 
some damage to Ryu as well. 
Stay on the ground, just as you 
would with Ken, and try to 
make Ryu miss his low Round- 
house. If he blows it, move in 
and use a Ground Shoulder 
Throw. 


Zangief's a tough fight for Chun 
Li, Her best bet is to whittle 
away a little damage here and 
there. An effective strategy is to 
play keep away. Use low For- 
wards and, if the big man 
jumps, try to nail him with a 
standing Roundhouse. Stay in 
the middle of the screen. If 
Zangief catches you in the cor- 
ner he's gonna pull Spinning 
Pile Drivers on you again and 
again. 


Stay out of the air. Balrog's 
Dashing Uppercuts make 
mincemeat of flying Chun Li 
players, If he dashes Towards 
you, be ready to use a Foot 
Sweep to trip him up. Use the 
Lightning Leg only in close. If 
you use it from too far away, 
Balrag's Turn Punch will go 
right through it and nail you 


Chun's got the airborne advan- 
tage, so use those flying 


moves. Let fly with well-timed 
Whirlwind Kicks over and over 
again when Vega's trying to 
pull his Air Slam. Chun Li's got 
almost constant invincibility 
while she's airborne, plus she 
pegs Vega with those twirling 
limbs. When Vega goes for the 
corners, try to land near him 
and use the Foot Sweep to trip 
him up. Then rev up the Light- 
ning Leg and pulverize him. 


to jump Towards him with a 
Forward or a Roundhouse to 
stop the Tiger Uppercut. If 
you're feeling brave, wait until 
baldy tosses a Fireball and then 
do a Toe Tap dance on his 


shiny head. Land behind him, 
and follow up with a quick For- 
ward crouching kick to cause 
him maximum pain. 


En 
Slippery Bison tries to slink in 
for the kill with a Slide Attack. 
Stay calm, block the slide, and 
then toss him to the ground 
with a Ground Shoulder Throw. 
Use the Head Stomp to nail 
Bison when he fires up his 
Flaming Torpedo. 


\ conservative players might opt 
= for the tamer Roundhouse 

wd JEE ES approach. Put Chun in the mid- 
dle of the screen and tag barrels 
with regular Roundhouse kicks 
as they drop. 


To avoid getting singed, Chun 
Li should use ducking Round- 
house kicks to dent the drums, 
followed immediately by the 
Lightning Leg move 


Check out Chun Li's ending, 
Champion Edition Style. 


enk | pn 
Chun Li can Lightning Leg her 
way through the Barrels, but 
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Date of Birth; November 22, 

1952 

Height: 5 ft, 10 in, (varies) 

Weight: 07 be (variee) N 
Blood Type: O e 
Home Land: India b 
Martial Art: Kabaddi 
Likes; Meditation, Cu 

Dislikes: Rage, Sweets 


« 


KA 


Mentaly and spiritual die 

ciplined in the arts of Yoga, 

Dlalsin has nearly fulfiled 
the requirements of hie art. 
to join the elite Yoga Mas- 

| ters ina higher state of 
Gonsclousness, He now 

| Must test his abilities in 

the World Warrior tourna- = 

Ment to prove his perfec- 

tion one body, and soul, 

Dhalsim can channel his 


Opponents’ missile Weapons 
me for flarne. By control. 
ling the nature of his physi- 


and legs to attack oppe: 
ents with long-reaching 
limbe, 


1) Move close to the oppo- 2) Now press Fierce for a. dou-| ER 
nent and use a standing ble-hit Head Butt 
| Jab Punch, 


icf 
| 


Here's another Fire trap. Use 


hitthe enemy, You can harass the 
_2)Justasyou for Can harass the oppo- 
Start this move with a. en 4 ) begin an Arm, Den, Dent with freball combos. 
1 Yoga Fire burst. 1) Torpedo. Try to sure-fire damag First, throw a Slow-moving, 
| any Aen willjump to, ar ee and land next | „ P-button Yoga Fin 
The ee De, te se 2) Now, quickly use a ducking 
a to Heroe Punch or an easy, 
N te a standing Almost una 

2) Quickly exec kto knock 

Roundhouse Kid 

the enemy down. 


/oidable hit! 


1) Walk Toy 
wards the 
With a Jab P, 
unch, 
, finish the À 
move with a ed 
Roundhousel 9 


er a ns 

4) Dhalsim's greatest defense 
is an elastic imb offense. 

2) As you Stand stil, leap, of 
duck, press any kick or any 
punch button to throw your 
arms and legs across the 
screen. 


1) Jump 
P in the ar, th 
jen 
Down plus Fierce to ves 
5 Your head as a Spoar, ë 
) Yol land near the opg 
ner fi 
ü zi in perfect range ie 
Or leg attack al 


9% Damage 


E MS 


Catch the opponent off- 
guard wit this quick, angled 


attack. 


4) Jump inthe air, then press 2) 
Down plus Roundhouse to 
use your body as a Torpedo. 


25% Damage 


1) Move near the opponent 
And stand stil. 


2) Now press Fieroe for a dou- 


ble-hit Head Butt! Ps a great 
finisher for. Combos. 


to 
»s fast enough 
pe mene tale 
trap U fend 
tne Fire to eof s. 
agens! the en aen _ weapon 


ee, ssl 
1) Press Back, Down-Back, 
Down, Down-Towards, 
Towards, and. Any punch 
button to blow a short-dis- 
|_ ‘nee, butextra-deady fra 
bal. 


2) Tum on the Flame to inciner- 
âle incoming opponents, 


Blanka ín Ball or Electricity 
mode. Use ducking Fierce 
Punches to keep him at arm's 
length. 


Block in preparation for Chun 
Li's Down Kick. Duck and use 
a Slide attack when she lands, 
then complete your attack with 
an Arm Throw. 


Tos Fire to nuli Fre. Usethe___ Ina Fireballfight, use a Round- , 
Body Spear folowed by an Arm__ house Slideto reach Ken. Now —__ IP Standing Roundhouse to 


£ block Ryu's Helicopter Kick. If 
Throw to inflict a double dose of use Nugies and Arm Throws. 
Dhalsim damage Ryu misses a Dragon Punch, 


quickly zap him witha Yoga 
Hame. 


Don't attack with elastic limbs 
or Guile will use his Flash Kick! 
Instead, Slide under Guile's 
Sonic Booms and execute the 
Nugie. 


Unleash a Yoga Flame to bum 
Honda's Sumo Splash. Slide 
under his Torpedo and then try 
a multi-hit combo. 
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Zangief's a sitting duck when 
he executes a Spinning 
Glothesline. Attack with a 
standing Roundhouse, then 
move in with a Slide, 


Wait for Vega to execute his To counter Sagat's high Fire- 

Fence Climb, When he lands ball, throw a ducking Fierce 

after this assault, use a standing _ punch. If Sagat tries a flying e 

Jab followed by an Arm Throw. —__knee, blockthe hit, then usean __ Sledge hammer the wall with 

‘Arm Throw. Dhalsim’s Head Butt. Finish off 
the job with a Fierce Yoga 
Flame. 


Your Body Spear’s faster than 
Balrog's fists. Use a Spear for 
one hit, land, and immediately 
throw him. 


Stand your ground and use. 
rapid Roundhouse Kicks when 
Bison tries a Scissor Knee. 
Toss Yoga Fire to counter his 
Flaming Torpedo assault. 


Dhalsim completes his rite of 
passage by destroying M. 
Bison as his wife and son 
cheer him on to victory. He cel- 
ebrates Yoga-style by riding off 
into the sunset aboard an Indi- 
an elephant. 


To quickly barbeque the car, 
nail it with a Head Butt. Follow 
up with a Fierce Fire Trap. 
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N 


Followers 
giscipline kr 
Pee ie im 
le. Dhalsim studied 
gheories of V ji 
and after ex 


of the Yoga 
ow that 


pha 
onee appear in Dh, 
ing is now ap 


preparation 
Enampion Edi 


alsim's 
Br 
Pion Edit, 
ition 
tion. 


urple shade, 


Temple's 


itation he Wa able 


Se 


CN 
Instant Spear/Torpedo 


10% Damage 


4) The elastic man makes à 
point with this deadly new 
move, Jump Up. 
2) Then press Down plus. 
Fierce or Roundhouse to 
immediately attack using 
your head as a spear or your 
body as atorpedo! In Street 
Fighter II, Dhalsim could only 
pul this move at the peak of 
ajump. In the Champion 
Edition he can pull it any- 
where, anytime! 


Es 
# 


had 


4) your opponent is dizzy, 


BE 


2) To complete the combo, fry 


stand close and toss a your 


ducking Jab. 


4) While standing very close, 
pull straight Down, and hit 
Forward to deliver an ankle 
kick. If you're not pulling 
straight Down, this tums into 
a Slide. 

2) As you use the ankle kick, 
immediately complete the 
controller motion to scorch 
the opponent with a combo- 
‘concluding Yoga Flame. 


with a two- 


in-one Yoga Fire 


Pull strai 
Forward 


kick. If your 
'e not 
Straight Down, 


â Slide. 


EN 
1) While sta 


3) To vary the combo, finish it | 
with a Two-in-One Yoga 
Flame. What both moves 

fackin damage, they make 

upforin style! 


inding very close, — | 


ht Down, and hit _ | 


to deliver an ankle | 
t pulling | 
his tums into | 


2) 
hae Use the ankle kick, 
Ee vaal Complete the 
ee ler motion to blow. a 
oa re and Finish off thy 
combo, ’ 


If Blanka jumps close to 
attempt a Head Bite, use the 
Forward slide to go underneath 
him. Then, turn and throw him, 
When he goes Electric, try to 
nail him ín the head with an 
Instant Spear or Torpedo. Do 
the same thing against his 
Rolling Attack. 


When Chun Li jumps Towards 
you, leap back and use your 

jumping Roundhouse to knock 
her out of the air. As she 


jumps, you can also Forward 


Slide under her and then turn, 
and throw her. When Chun Li 
tries to do her Whirwind Kick, 
wait until she's right in front of 


your face and then use a low Jab 


or Strong to take the gusts out 
of her Whirlwind, 


When Dhalsim tosses a Yoga 
Fire, quickly duck and use your 
crouching Fierce to nail him 
underneath the Fire. Then, 
stand and block the incoming 
Fireball. In this long battle, 
avoid tossing Fire and wear 
down Dhalsim with your 
Instant Spears and Torpedoes. 
Don't slide or elastic man will 
Spear you. 


sem 


Stop Honda's Moving Hundred 
Hand Slap with an Instant 
Spear. Execute a Yoga flame to 
burn up his Head Butts. If 
Honda unleashes a Sumo 
Splash tidal wave, absorb the 
hit and throw him. 


If you're feeling defensive, toss 
Fireballs and use kicks and trip 
slides to keep Guile away. If 
you're feeling brave, attack with 
an Instant Spear or a Sliding 
Foot Sweep whenever Guile 


tasses a Sonic Boom. If you 
get Guile in the corner, your 
standing Forward will prevent 
him from throwing a Sonic 
Boom every time. Watch out 
for the Flash Kick when you 
stick out those long limbs. 


ATEA 


If Ken jumps, he's a sitting 
duck. Slide Towards him with a 
Roundhouse and try to trip 
him. When he wings towards 
you with a Hurricane Kick, 
crouch and wait for him to 
land. Then, try to toss him or 
Head Butt him. Alternate your 
kicks and Jabs to sucker Ken 
into pulling a Dragon Punch, 
then nail him! 


Ryu likes to use his Hurricane 
Kick to fly over Dhalsim's Fire- 
balls, Use the Yoga Flame to 
douse the Hurricane Kick, 
Since it's so easy for Ryu to 
punch Dhalsim's lengthy limbs, 
fake often, and wait for him to 
make a move. 


Toss a Yoga Fire when Zangief 
tries to do his Spinning Clothes- 
line! As the Fireball flies, quickly 
walk Towards Zangief, duck, and 
use your Fierce Punch just as the 
Fireball passes through his body. 
He'll take damage from the 
Fierce and from the Fireball 
Don't let Zangief trap you in the 
corner, Spear moves are risky 
since they give Zangief the 
opportunity to go for the Spin- 
ning Pile Driver. 


off the wall to attempt an Air 
Suplex, wait until he's flying 
Towards you, and then use the 
Roundhouse Slide to escape 
You might take a scratch from 
the claw, but it's better than 
getting slammed. 


When Sagat tosses à low Fire- 
ball, jump up and deflate him 
with an Instant Spear or Head 
Butt. The Slide attack works, 
but timing is tricky. You must 
wait until Sagat is almost on 
top of you. If you make your 
move too soon, he'!l kick you 
with those long legs. Jump 
backwards to escape baldy. 
Use your long reach to kick 


comer with your Firebals.Ifhe___ nim when he uses Uopercuts 


jumps Towards you to punch, 
wait until he's about to hit you 
and chop his punch with a 
standing Jab, Don't toss Yoga 
Fireballs if you're within a half 
screen or you'll be vuinerable 
to a Tum Punch. 


Stay out of Bison’s deadly Cor- 
ner Trap. If you do get caught, 
use a ducking punch to throw 


Use the same strategy you 


used against Chun Lito 
counter Vega's airborne 
attacks. If Vega unsheathes the 
Tumbling Claw, slide into him 
to stop it. If he tries to bounce 


off his timing in order to escape. 
The Instant Spear will douse 
Bison's flame attack and his 
Scissor Knee. Use the same 
move to trap Bison in the cor- 
ner. Spear him, jump Back, and 
repeat. Use a low kick Fireball 
combo when Bison's at close 
range to stop his attacks and 
buy time to escape. 


Check out Dhalsim's ending, 
Champion Edition style! 


Bonus 
STAGE 


Stand in the center of the. 
screen and Head Butt the 
drums to dent some serious 
metal. Dhalsim’s a Street Fight- 
er, but don't play fire fighter or 
the flames will burn you up. 


vs. the Barrels 


Head butt the barrels as they 
bounce off the trampoline. 
You'!l get a sore noggin but 
you'll clear the stage! 


E. Honda _E. Hond 
Re 5 E ke 


As Japans premiere Sumo 
Wrestler, Be Honda 
fohte hard in the ring, and 


laughed and challenged the 
validity of Sumo in the mar- 


| disrupt his con, 
his hot tub, 


| Edmond Honda keeps à well-pol 
Sumo or Street Fighter Style. Hond, 


\centration. Between 


ek = 

shed ring ready for any 
a forbids spectato 
battles, Honda lik 


combat, 
rs to enter and 
‘es to cool off in 


Hal arts arena, Honda 
vowed to prove his ‘Superiori- 
ty by crushing his Oppo- 
ents, A fiere devotion to 
his art has taught him to 
be patient and channel his 
Powers into awesome 
attacks such as the Sumo 


lead Butt and the Hundred 
Hand Slap. 


dt 
“ane you do berte 
han that?” 


jab 


punches al 
strong Fierce 
e © 


charge: Hol 
the directiol 
two seconds. 


Duck 
close 
then to the 

Press p) 
Gn tee Roundhoe 
hit enemy win ee lake e 

ne easy 
asy [et 


‚| stand close to 

| {pen press Roundho! 

| knock the opponent richt 
feet with a long-range leg' 


off his 


ven hold Down | 
Youlldropa | 


en 


Leap in the air, 
and press Short 
B-bomb on the, opponent! 


Use He 
londa’ 

Fire toe endhg- co 

onehiu dan enemy A 


ge to the enemy, hen, 


puck clof 
unch totake HM} 


use a Fierce P) 
gown to the ground. 


rn 
| gear Hug 33% Damao® 
ES Je rd | 
4 
bs 


ck easily, 


\ 
| 4) Stand dose to the oppo- _Touse this ata 
| kk de press Fieroe of ‘enemy blocks, execute the E 
| y 
iercf 
| Bad 


oundhouse to crush his of 


er body against your chest 42% Damage 


ard 


1) Jump Towards the oppo- 
nent and use a Fierce 
Punch, 

2) Land, stand still, and press 
Roundhouse. 

3) Your Knee Bash will inflict 
two hits to pile up mega 


1) Jump Towards the, 
enemy 
and throw a mid 
Punch alr Fierce 
| 2)Stand close and use a 
Strong Punch IN 
3) Complete the combo with a 
ducking Fierce Punch. 


4) Pul Back or Down-Back to 
Charge, then press Towards 
plus any Punch button to 
propel your entire body at 
the opponent. The stronger 
the Punch button you use, 
the faster you'll fly through 
the air. | 

2) Fyou use the Jab buttonto | 
execute the Head Butt just 
as your opponent starts an 

| _attack, you'lbe invincible! 
This is especially useful 
against alrborne enemies. Ï 

3) Use the Head Butt when an 
enemy misses a special 
technique for devastating | 
results. 

4) Charge Back during a Torpe- 
do to fly back and forth 


across the screen. | 


| 2) You can charge 


Sap wle jumping or usn9 | 
‘ahold attack. \ 


Counter Blanka's Ball Attack 
with a Jab Punch. If he 
attempts a mid-air combo, use 
a Jab-button Head Butt fol- 
lowed by a throw. 


Use your invincible Head Butt 
to stop Chun Li's Toe Tap 
maneuver, then crouch and 
attack with quick Jabs. 


Jump Towards Dhalsim and 
throw a Fierce Punch to 4 
counter the Yoga guru's 

extended arms. Be careful, 
Dhalsim slides under your 
Head Butts. 


assault from the air, including 
combos and Hundred Hand 

Slaps. He can use the invinci- 
ble Head Butt, but so can you! 


Guile's Sonic Booms Don't use the Hundred Hand Use your invincible Head Butt 
and use your Triple-Hit Combo. Slap or Ken will toss Fireballs. to stop Ryu's Hurricane Kick, 
Block Flash Kicks and counter Instead, move within range then Hundred Hand Slap him 
with a Fierce Head Butt. and catch Ken when he's quickly and efficiently. 

unprotected with a combo or 
throw. 
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EE FARIA ER 


Bonus 
STAGE 


vs. the Wall Bonus 


When Vega starts a flying Rely on the invincible Head 
attack, jump and counter with a ___ Butt to counter Bison's arsenal, 
high Roundhouse Kick. Then, including the dreaded Scissor 
while Vega's vulnerable, jump Knee. Throw him just before he 
Towards him and inflict several __ tries a Flaming Torpedo 


Use Honda's Hundred Hand 
doses of Roundhouse damage. 


Slap to pummel the wall to bits. 
Press against the wall as you 
give it a “hand” and you won't 
even have to move! 


Use Fierce Head Buts and 
Zangief will feel the pain. If he 
uses a Spinning Clothesline, 
duck and counter with a Low 
Foot Sweep, 


_@ 


After Bison's releved of his 
No contest! Simply jam on the Fe 
Jab button to use the Hundred k ii 5 
Hand Slap technique. Balrog ouse in Japan to celebrate, He 
will be punished! munches on a well-deserved 

Û meal of “nabe” as his students 
Leap over Sagat's low Firebals__Smash the car's door with your _ ädmire his well-rounded body. 


and execute the Triple-Hit Hundred Hand Slap. Once one 
Combo. Leap away from his side is bashed, leap over the 
Uppercuts and use the Round- _car and start the Slap again. 
house Kick. 


E. Honda still respects. | 
the Sumo style ofnie 
ancestors, but he real- 
ized he was too vulner” 
able when battling 
more agile opponents 
in the Street Fighter 
arena. To compensate, 
5 & he practiced his foot- 
Honda's Bath House ent with work and developed a 
recolored yellow walls. moving version of the 

_| Hundred Hand Slap. 

Although his fighting 

techniques now break 
all Sumo rules, he will 
return to the tradi- 
tional way If he is ever 
invited to participate 
in a Sumo-only tournar 
ment. 


gets the Champion Edition treat 


perontage mf 
daer of damage the onver ba 


Fierce 
Punch 


vsn the joystick 
y In the direction 


charge: Hold the joystick in. 
neirection Indicate for 
two seconds 


A 
Ln 


strong Fierce 


30 
ee © 


oe > 


ndred Hand Sl 


4) Tap any punch button 
rapdy toit iof with 
Honda's Hundred. 

Slap. Now you can move 

(ef and right while oute 


Jap 11% Damage 


RN ZEN ì 
Ee | 


Hold Towards the enemy and 

push Roundhouse to grab his, 

or her skull and slam with, 
| yourknee. Wie having a 
bash, charge either our 
‘Sumo Head Butt or 
Hundred Hand Slap for 
great one-two attack 


ares 
| 


| button. 
|_2) Continue to tap the punch 
‘button and you'll throw a 
Hundred Hand Slap when 
you land. 

3) Even if the enemy blocks, 
you'll Slap away energy! 


| Body Spiast Combo | 
omde | 


ES 
| Jen) Towards the enemy 
re 
he: other side of his 
ze body. As you fly, 
he heren totakeadive 
td londa's Sumo Splash, 
iN 
lately press 
while duck, wd 
3) The double-hit Foot Bash 
plus Splash adds up toa 


2) 


triple-hit tidal wave! 


When Blanka turns on the Elec- 
tricity juice, use a ducking For- 
ward from close by, or a 
standing Roundhouse from far 
away, to stop him. Trip Blanka 
with ducking Roundhouse 
Kicks after he lands from a 
jump. 


Use your Jab-button Sumo 
Head Butt to take out Chun Li's 
Whirlwind Kick just as her foot 
is about to connect with your 
forehead. After she pulls a 
Head Stomp, block, then nail 


cwamo) (on 


dû 


her with a double-hit standing 


me 


Roundhouse. Jump Back and hit 


Strong if she uses the Flipping 
Neck Breaker, 


Toss Dhalsim around the 
screen if he busts an Instant 
Spear or Torpedo. Use a For- 
ward-button Sumo Splash to 
take the grease out of his 
Slides. Jump and toss a Fierce 
Punch to make him suffer if he 
tries a Yoga Fire Trap pattern. 


Duck and tap Forward Punch 
to take the slap out of Honda's 
Hundred Hands, Just as his 
skull's about to knock you silly 
during a Sumo Head Butt, 
counter with a Jab-button Head 
Butt of your own for temporary 
invincibility. 


ion | 


Hop over Guile's Sonic Booms, 
then use a flying Fierce to 
counter his jump kicks. Be sure. 
to nail him, then on your way 
down, Charge your Hundred 
Hands to go Slap-happy. Apply 
pressure and use a Shoulder 
Throw to put a halt to Guile's 
combo efforts. 


Hop Up when Ken tosses Fire- 
balls, but don't leap Towards. 
him or you'll get rammed with 
a Fierce Dragon Punch. Wait 
for him to land after à Dragon, 
then cut loose a Sumo Head 
Butt. If Ken tries to trap you in 
a corner, leap and use a Fierce 
Punch over a slow-moving 
Fireball to escape. 


Move close to Ryu and execute 
a standing Roundhouse to trip 
him in-between fast Fireballs. 
Duck and throw a Strong. 
Punch or Forward Kick to stop 
his Hurricane Kick, Use a. 
standing Fierce Punch to nullify 
Ryu's leaping attacks. 


Bust Sumo Head Butts to keep 
your distance from Zangief and. 
whittle away his energy. He'll 
have a hard time stopping your 
Butts, even with a Spinning 
Glothesline, When you use 
leaping attacks, immediately 
pull your Hundred Hand Slap 
as you land to prevent his 
Spinning Pile Driver onslaught. 
If he knocks you down, start 
Charging. If he leaps Towards. 
you, use a Jab-button Head 
Butt as you stand up. 


Chamaì on | 
edion 


en 


Stand still and toss Jab or 
Strong Punches to stop Bal- 
rog's Turn Punches, Throw a 
standing Fierce chop to ground 
Balrog if he leaps Towards you 
to attack. Crouch and use For- 
ward Kicks to eliminate Bal- 
rog's ducking Roundhouse Fist 
Sweeps. After you throw him, 
keep the heat on with Mobile 
Hundred Hands. 


When Vega uses his Wall 
Climb, toss a well-timed stand- 
ing Fierce chop to knock him 
away cleanly or exchange hits. 
To de-claw Vega's Tumbling 
Claw, use a Jab Head Butt or a 
ducking Forward Kick, As a last 
resort, Vega will try to claw you 
to death with a rapid-fire series 
of regular strikes. If he's duck- 
ing, counter with a crouching 
Forward. If he's standing, fight 
back with a standing Strong. 
Your blows will suck away 
more energy than his, 


tick It to Sagat with Sumo 
Head Butts when he tosses low 
Fireballs. Use a Shoulder 
Throw when Sagat lands after a 
Tiger Knee. Duck and tap For- 
ward to stop Sagat cold if he 
tries ducking trip kicks. 


Be 


Stand still and use a well- 
placed Jab Punch to put the fire 
out of Bison's Flaming Torpe- 
do. Block Bison's Scissor Knee, 
then counter-attack with a 
‘Sumo Head Butt. If the dictator 
tries his Head Stomp, leap Back 


and use a flying Fierce Punch. If 
you see him hesitate for an 
instant as he Charges Back for 
a Torpedo, do your worst with 
a leaping Roundhouse. 


Go mobile with Honda's Hun- 
dred Hands to beat the drums, 
but don't get smacked as they 
fall! 


Study the barrels’ falling pat- 
tern and use standing Fierce 
Punches to chop them to bits. 
as they rain down on both 
sides of your buffed body. 


Check out E. Honda's ending, 
Champion Edition style! 


Guile holds his street fi 
ern United St, 


| 


Guile suffered greatly 
When six years ago, an evil 
tyrant named M. Bison 
captured him and his best 
friend Charlie during a 
special mission in Thai- 
land, After Charlie's death, 
a weakened and wounded 
Guile barely esca; 

Bison's chambers, While 


| stationed at a military 


base in southeastern 
USA, Guile slowly rebuit. 
his strength by lifting 
weighte and honing his 
special forces fighting 
techniques, He even pilot- 
ed military aircraft, and 
learned to control sound 
waves and unleash “Sonic 
Boom” projectile attacks. | 
Guile now stands ready to 
face all challengers in the 
World Warrior tourna- 
ment. He will not rest until 
he repays Bison for mur- 
dering his fellow soldier 
and comrade, 


die 


Strong Fierce 


gab 
ee ® 
e © 
snor roman 


in the 


Fier 
$ le NN 
direction j | 
e of 
push! À | | 
e 


f|_Knee Drop 


| 7%Damage 


k as 
er dd 

| £ p= zi Round- 

sg | 1) Duck and press 


0 
|_ house to trip up the opp 

|__ nent with alongeaching 
| 


1) Jump Towards the enemy 
and press Short Kick. You'l leg. L 
drop a knee on the oppo- | 2) The Sweep isa Geen En 
nent's jaw, {_1) Pul Back and press Fierce elke than 
2Folowthekreewina | tospnonyourheetsand | _ reaches even farther 
nail the enemy with a big |_ thefirst! 
|__punch. A 
| 2)Use this wine retreatingto | EE 
slam opponents on the run. |_/ Back Breaker | 
25% Damage 
|__nulifyanenemy’sFirebal, | | Omg 
use the Backfistto catch 
him off guard! 


8 lic Air Shoulder Throw 
| Throw | ï ke ö 


| 25% Damage 
b| 


ame 
Leap Towards the opponent 
And push Forward or Round- 
house fo break his or her back, | 
Ouch 


E an 


Towards the enemy and | 


“ 
| ee to throw 
| or Fierce ä 
a | Stand close to the En IE Ee TE, 
| {hen press Towards or Bac soon 
| and hit Strong Punch to toss 
| 
the ground. 
| the enemy to 


Bk a 


oe “ 
vt En al 


1) Charge Down, then press. 
Up plus any kick button to 
somersault in the air and 
execute Guile's awesome 
Flash Kick. The stronger 
your kick button, the farther 
you'l fy in the air. 

2) Flash-dance to take down 
incoming enemies. 

3) Also use the Flash Kick to 
counter opponents special 
techniques. 

4 If you miss a Flash Kick, 
throw close-range oppo- 
nents just as you land! 


yr 


Ei 

1) Charge Back, then press 
Towards Plus any punch 

button, You'lthrow a Sonic 


bed 
determined 


1) Leap Towards the 
enem 
and hold Dou to Cher, 
for a Flash Kick. While 


Jumping, throw a mid 
'E Fierce Punch. al 


EE 
| _Two-in-One 30% Damage Stong 
Flash Kick 31% Damage Fierce 


1) Charge Down fora Flash 
Kick. Then, push the con- 
troler Up. While Guile is 
standing, but before he 


2) Complete the Flash Kick by 
pressing Up plus any kick 
button. You'll Flash Kick 
from a standing position! 


jumps, throw a standing 
Strong or Fierce Punch 


2) Land, and continu 


etohold 3) Finaly, press 

Down to Ch dre 

Emoe ne De Plet kiek button to ae 

how 9 wecobrsattheerany. 


mid-way through the motion 
press Fierce. 

2) Now complete the Fierae 
Sonic Boom and you'l 
score two hits in one! 


. 


Jump Towards the Ed 
ent, and while in Mi 

5 jl Back to Charge ja 

Berio Boom. As you hed 

use a Fierce chop to 


head. 


3) Push 
) to throw the Boom. 


NES 


4) Now, ae 
‚e for 
en fourth lethal hit in 


‘he combo if you knock the 
pponent dizy, use the 


of 


Four Fierce com 
hs nimorher 
de 


Á 


Boom. 


s # 
ne 


pull Back and pres 


Spinning Back- 


bo again to 


1) Jump Towards the opponent 
and hold Down to Charge a 
Flash Kick. While flying in 
the afr, use a Fierce punch. 

2) Land, and while stil Charg- 
ing Down, throw a ducking 
Strong Punch. 

3) Now, begin to execute the 
Hash Kick. Press Up, and 
While Guile is standing, but 
before he jumps, throw a. 

standing Strong Punch. 

4) Finally, complete the Flash 

Kick by pressing Up plus 

|___anykickbutton. You'll Flash 

Kick from a standing posi- 

tion! 


Five-Hit Combo 


47% Damage 


1) Leap Towards the enemy 
While Charging Back fora 

Sonic Boom. First, use a fy- 

ing Jab, 

2) Land, and while stijl charg- 
ing the Boom, use a stand- 

ing-close Jab. 

3) Now push Towards plus Jab 
to throw the Boom, 

4) Immediately folow the Sonic 
Boom with a standing Jab, 

9) Finally, duck and press Short 


Kick to trip up the enemy. 


[a 


yourself from the devastating 
mid-air Spinning Pile Driver 
combo. 


vs. Balrog 


Sonic Booms put out Dhal- Stop Ken's Fireballs with Sonic 
sim'sfre, and a jumping Booms, then use a Spinning 
combo will take him down. If Backfist to make him pay the 
Dhalsim tries the more devas- __ price of Street Fighter tech- Tos Sonic Booms when Bal- 
tating Yoga Flame, leap and nique ignorance. Use Flash rog begins a Tum Punch 

land right nextto him andthe __Kicksto counter Ken's Dragon __ ättack. If Balrog muscles in too 
flame will swirl around you, but ___Punches. close, use Spinning Backfists 
won't harm you. to knock him dizzy. 


vs. Guile 


Pull Down-Back to Charge 
both the Sonic Boom and 
Flash Kick simultaneously, If 
Blanka uses a Rolling Attack or 
Electricity, give him a Sonic 
Boom shock. 


Roundhouse to stop Ryu's. 
onslaught until Guile leaps Hurricane Kick. Try a Foot 
Towards you. Then catch him Sweep to take down Ryu when 
with a Flash Kick. Ifhe misses a he begins his Fireball motion. 
Flash, throw him just when he 

lands. 


vs. Zangief 
vs. E‚ Honda RE) 


vs, Chun Li 


To stop Chun Li's Head 
Stomp, you must wait until her 
foot’s just about to hit your 


head. Then, use the Flash Kick Tos Sonic Booms at Zangief 

to send her reeling. A Sonic The Sonic Boomis faster than _from asafe distance, and use a, 

Boom takes out her Whitwind___ the Hundred Hand Slap or Foot Sweep if he attempts a 

Kick or Lightning Leg. Surno Head Butt. Use Flash Spinning Clothesiine. Imple- 
Kicks to keep wide boy ata ment a Fash Kickto protect 
distance, 
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vs. M, Bison 


Throw slow-moving, Jab-but- 
ton Sonic Booms from a safe 
distance. Even if Vega Back- 
flips, the Booms will peg him at 
the edge of the screen! Make 
Vega suffer with a series of fly- 
ing Roundhouse Kicks when 
he bounces off the wall, 


Use Sonic Booms to nulify 
Sagat's high and low Firebalis 
Jump in the air and Charge 
Down to sucker Sagat into 
using a Tiger Uppercut. Flash 
when he misses. 


ht fre fre wit fre. When Bison 
executes a Flaming Torpedo, 
toss a Sonic Boom. Use Flash 
Kicks against his Head Stomp. 
Tiy a jumping Roundhouse to 
eliminate the Scissor Knee 
attack 


STAGE 


vs, the Car Bonus 


Stand on one side ofthe car 
and Roundhouse ts hood, 
After it's crushed, jump over 

and use low Roundhouse feet 
to send the auto to the scrap- 
yard in the sy. 


Jump up and land on the sec- 
ond ledge. Then use a standing 
Roundhouse followed by a 
ducking double-hit Round- 
house. Repeat this pattem over 
and over ‘ülthe wall comes, 
crashing down, 


"HONEY, S ToP let 


Guile stands poised to destroy 
Bison and end the reign of ter- 
ror that battered him emotional 
\y and physicaly. But his wife 
and daughter appear the. 
moment before the death blow 
and urge Guile to spare the dic- 
tator’s fe. Living wellis the best 
revenge, so Guile retums home 
to his family and leaves Bison 
humiiated and defeated in pay- 
ment for Charlie's death. 


N Although Guile can 
hrow waves of Sound 
at his enemies, he real- 
ized he had no way to 
Propel his body during 
dà battle. To corn en” 
\ sate for this weakness, 
Guile developed a kneg 
1) thrust technique which 
D_) Can surprise and bewil. 
der opponents, He also 
Used an Armed Forces 
obstacle course to 
Practice flipping head- 
over-heels into the air. 
The result is a deadly 
double-hit Flash Kick 
maneuver, 


- En 
n Edition 
ee e 's Champio! P- 
stonghold in Guiles OT ws di 
ilitary n 
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gun sets 0 
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(BASIC „, „°r’ 
ATTACKS 
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1) Charge Back, then press 
Towards and throw a Jab- 
button Sonic Boom. 


2) As you throw the Boom, 
leap Towards the Enemy. 
Immediately Charge Back 
for another Boom, Wie fy- 
ing, throw a Fierce chop to 
the head. 


KON 9 Land and wie sti Charg- 
Ing, use a standing-close 
Fierce Uppercut. 


Es) Immediately press Towards 
plus Fie 


5) Now pull Back and throw a. 
Fierce Spinning Backfist for 
afifth hit! This combo is so 
deadly it can dizzy your 
enemy twice in a row. 


|_1) Leap Towards the enemy, 
And as you fly through the 
air, Charge Down. While 
jumping, throw a Fierce 
‘chop to the head just before 
you land. 

2) Now land, and begin to 
push Up to use the Flash 
Kick. Mid-way through the 
motion, use a Fierce stand- 
ing Uppercut. 


3 Complete the Fash Kick 


motion and push Round- 
house. 


| 4 your opponent's large the 
|__Flash Kick wil doubie-hit for 


atotal of four hits! 
Ie ke E 
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Down, then press 
1 gen any Kick button to 
use Guile's Flash ee 5 
2)ifyou use the Roundhou 
button, you can nallthe 
opponent twice with this 
improved techniquel 


1) Hold Back or Towards and, 


Press Foward Kicktoslapa | 
Îying knee right in the Í 
enemy's face, | 
2)Use the Knee Thrust to 

Move within range fora 


combo. | 5 


LIE 


Pr A valk 
Throw Sonic Booms from far 
away to give Blanka a hotfoot. 
When he leaps over the 
Booms, use a ducking Forward 
Kick as he lands. At close 
range, fake a Sonic Boom. 
When he leaps, walk under him 
and bust a body throw. Duck 
and use a Strong Kick to trip 
him up during Electricity mode. 


If Chun Li leaps over you, walk 
under her. As she flies past 


you, stand and press Jab to 


ground her. If she busts the 
Fipping Neck Breaker, leap 
back and throw her to the 
ground at the peak of her flip. 


If Dhalsim starts an Instant 
Spear or Torpedo from far 
away, stand your ground and 
toss rapid Jabs. If he uses the 
move close to you, Charge and 
unleash a Flash Kick. Leap. 
Towards him and Jab his 
limbs, but don't toss Sonic 
Booms too close to Dhalsim, 


Splash over your Sonic 
Booms, absorb the hit and then. 
throw the incredible bulk to the 
ground. Duck and press Jab to 
de-Slap Honda's Hundred 
Hands. Try a standing Jab to 
counter his Head Butt. 


When the other Guile executes 
a Sonic Boom at close range, 
use a ducking Forward Kick, 
Guile will then try a standing 
Short Kick to stop your For- 
ward. Instantly toss à Sonic 
Boom and you'll send him reel- 
ing. Use a ducking Round- 
house to crunch his Knee 
Thrusts. Also, if Guile tries to 
hop over your Sonic Booms, 
throw a standing Forward Kick 
at close range or a standing 
Roundhouse from a distance. 


ROT | 


Block Ken's wide-range Fierce 
Dragon Punch, then leap and 
toss him to the turf. Throw. 
Sonic Booms to make Ken hop 
Towards you. Then step close 
to his incoming body, stand 
still, and press Forward when 
he is directly overhead. 


down is tough. Wait until just 
before or just after he passes. 
over you, then crouch and 
throw a well-timed Fierce 
Punch to take the wind out of 
his sails, Leap over Ryu's fast 
Fireballs, then try a Spinning 
Backfist just as you land. 
Knock Ryu off balance with 
ducking Forward Kicks when 
he attempts a Foot Sweep. 


Stand and use a Roundhouse 
Kick to down Zangief if he hops 
a Sonic Boom, To throw off his 
timing, try leaping punches and 
kicks as he's flying over the 
Boom. This ís a deadly keep- 
away pattern that's bad news 
for Zangief studs, 


his low Claws. Jump Back and 
throw a Fierce chop if Vega 
pulls his Wall Climb maneuver. 


Make Sagat put out your Sonic 
Boom with Fireball, then step 
Towards him, duck, and nail 
him with a Forward Kick. If he 
tosses a high Fireball from half 
a screen away from you, Flash 
Kick his vulnerable arms, 


Hold Down-Back to Charge a 
Sonic Boom and a Flash Kick at 
the same time. If Balrog Dash- 
es use the Flash Kick, but if he 
keeps his distance, throw the 
Boom. Stand and throw a Jab 
to turn the tables on Balrog 
when he tries a long-range 
Turn Punch. Use a ducking 
Forward Kick if he starts the 
Turn Punch at close range. 


Use a standing Jab to counter 
Vega's high Claw attacks, and 
toss a crouching Jab to stop 


At the start of the battle, imme- 
diately throw a Sonic Boom to 
stop incoming Bison attacks. 
Crouch and press Fierce to take 
him out if he leaps Towards 
you over the Boom. If you toss 
a Sonic Boom and he executes 
the Head Stomp from a long 
distance, leap back and use an 
Air Shoulder Throw. 


Check out Guile's ending, 
Champion Edition style! 


BONUS 
STAGE 


vs, the Barrels 


Make barrel pancakes with 
ducking Strong Punches. 
Here's a good place to practice 
your Two-in-One Flash Kick 
maneuver. 


vs, the Drums 
Bonus Stage 
FT) 


Flash dance to destroy the 
drums, but don't dance into the 
fire or you'll be roasted alive! 
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A ier roné 
Towards; Push the Joystick unc unc id © ® 
horizontally in the direction ® 
of the opponent Kd) 


ck: Push the joystick hori- | 
eenaly in the opposite aL 
Section of the opponent 


Hold the joystick in 
tion indicated for 
ids. 


harge: 
the direc 
two secon, 


Is ien , 
Pe 
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Complete the Dragon and 

youlscore two huge hits! 


|_Î)Stand close to the opponent 2) 

änd begin your motion for a 
Dragon Punch In the midde, 
Press Fierce punch. 


1) Jump Towards an enemy 
with a Fieroe Punch, 

2) Land and use a standing 
Jab, 


ml 3 Simultaneously execute a. 


Hurricane Kick for three hits 
in sequence, 
Arm 


pi 

1) Jump Towards an opponent 
with your Fierce Punch. 

2) Land and use a standing 

close Fierce. 


he enemy. 
4) Jump Towards 
SN andthrow a Jab Punch. 
2) From a standing-close posi- 
tion, throw another dn rd 
3) Follow it with a Fierce Dr 
‘on Punch for three fast hits. 


1) Jump and smack the oppo- 
nent with a Short Knee. 
2) Land, duck, and tap Short 


for multiple hits 3) Simuitaneously execute a 
3) Dizzy the opponent, then standing Fierce Dragon 
execute the combo again for Punch. 


: ä second, deadly Dizzy! 


13% Damage Standing 
25% Damage Standing Close 


Land and ie ma ns 
luckir 
Fowardkik © 9 


El 
@' 
K 

ie d 43% Damage 


1) Jump Towards the opponent 2 
Wi arca Pinc 2) 


Now, finish the move with 
Fierce Fireball. 


' 27% Damage ER 
kt, ’ 20% Dae Song 
34% Damage Fierce 


4) Press Down, Down-Back, 
Back, and any kick button 
to fy forward with a deady 
spin-kick move. 


‘Sonic Boom. 


Press Towards, Down, Doum- 
Towards, and any punch but: 
ton to use Ken's awesome 
uppercut, also known as the 
Sheng Long. U 8 

2) The Dragon Punch is 22% Damag 

your ticket to temporary 

invinclbilty. 


Press any punch buttonto 
attack, and hold down the 

, EE as you use a Fireball. 

) Release the button just as 


You complete the Fire 
a double-hit! ball for 


me 


4 Press the Short Kick button 
to attack, and hold down the 
button as you use a Hurti- 


cane. 

2) Release the button just 5 
you complete the Huricane 
for a double-hit! 


20% Damage 


4) Move close to the enemy 
then stand stil and press, 
Roundhouse. 

2) You'luse a great doudle-hit 
high kick. 


4) Krockthe opponent off his 
feet with a ducking Round- 
house. 


1) Press Down, Down- 2)Use tto trap the enemy 


Towards, Towards, and any ‘against the edge of the screen 
punch button to throw ‘and counter aerial attacks. 
Ken's mystic Fireball. 


ld down Down and press’ 
Fierce, press 
2) You'll upperc 
cut the fl 
body outof thea 


Opponent, 
Or Toy ie 


1) Hold Back or Towards an 
opponent on the ground, 
then press Strong or 
Fierce for a body toss. 

|_2) To make this attack easy, 

duck and press Jab. 

When the opponent 

blocks, quickly use 

the throw! 


2) This is a great counter to 


missed special techniques. 


| | 
Kes Te 


\f Blanka rolls into a ball, counter 
strike with a Dragon Punch for a. 
massive hit, Toss Fireballs to keep 
him ata distance. 


When Chun Li uses a Whirl- 
wind Kick, toss a Fireball. Then 
attack with a combo while 
she's stunned. 


Anticipate his long-reaching 
kicks and toss Fireballs to take 
him down. Throw the Dragon 
Punch when Dhalsim uses a 
Yoga Spear. 


Throw a Fireball to give Honda a 
htfoot. When he leaps away, it's. 
Fierce Dragon Punch time. 


ZS 
Di N 


L: 


The army vet's vuinerable after a. 


missed Flash Kick. Immediately 
throw à double-hit Dragon 
Punch. Don't get sucked into a 
Fireball fight or you’ suffer the 
backhand consequences. 


Ken's a master of the Dragon 
Punch, so don't leap directly 
near him. Instead, stand your 
ground and attack with Fire- 

balls and close-in Back Rolis. 


Ken finally meets his match 
with Ryu, a character with 
identical moves, Throw Fire- 
balls to keep him away and 
rely on Sheng Long when the 
action gets hot and hairy. 


Throw a Fireball and Zangief 
will be forced to use a Spin 
Punch for protection. Now, 
move in and drive your point 
across with a Roundhouse 
Foot Sweep. 


Instead, knock Bison away witi 

flying Roundhouse Kicks fol- 

lowed by a muiti-hit combo. Use 

Fireballs to terminate his Flaming, ge me 
Torpedo, jl 1 
BONUS rr 

er AG [a 
5 k en 
el Ï FAGNES 


| 


Lanky Sagat can't withstand 
low Short Kicks. If Sagat miss- 
es an Uppercut, blast him with 
a Dragon Punch, 


same destructive triple Dragon 
Punch that worked on the car. 
“The walltumbles quickty under 
Ken's deadly fists. 


Annihlate the car with Ken's 
Dragon Punch. To throw a, 
triple Dragon Punch, jump. 
Towards the car with a Fierce. 
Grouch and hit Fierce again. 
Finish off with a Jab. Continue 
1 to use triple Dragon Punches 
Don't throw Fireballs or Bison _unti the car's a heap of man- 
will use a Scissor Kick gled metal, 


A Hurricane Kick takes out the 
trash with ease. Balrog's mas- 
sive girth makes him suscepti- 
ble to multiple hits. 


Ken proves his claim as “the 
greatest fighter of all time” by 
dethroning Bison ín Thailand. 
Overcome with joy, he and his. 
girlfriend join together in holy 
matrimony. 


Wear dow Vega with Fire- 
balls. When he climbs the 

fence, stand still and use a. 
Fierce Dragon Punch, 


Tired of people calling 
him a Ryu clone, Ken 
1 decided to add spice 
to his special tech- 
niques in the Champion 
Edition to prove hie | 
individuality, Brash ana 
Împatient, Ken Pumped | 
up hisleg speed to | 
make his Hurricane 
- blow over enemies 
and leaves a fine mist in faster than ever. He 
n sty hue to tl also gave his Dragon 
A recent rain gives a ad Edition area. Punch a longer reach, 
air in Ken's Champi Some say Ken has 
'eCOMe too reckless 
for his own good. 


he ground 


the 


ap ERE 
bne 


rricane Kick is 
faster in the Champion Edi- 
tion. Press Down, Down- 
Back, Back, and any kick 
‘button to execute this dead- 
\y spin-kick move. 
2) Use the Hurricane Kick to 
escape from tight spots with 
this extra-fast flumy of feet. If 
your opponent stands up 
into the back of the kick, he 
can get trapped in a deadiy 
series of kicks, 
3) Set yourself up to attack 
your opponent with a Drag- 
on Punch from behind. Let 
fly with a Hurricane Kick, 


land behind your opponent, 
and immediately tag him 
with the Dragon Punch. 


4) Press Towards, Down, 
Down-Towards, and any 
punch to throw a quick 
uppercut. If you Fierce Drag- 
‘on Punch close to the enemy, 
you'l score two fast hits! 

2) Ken's Dragon Punch has a. 
much longer reach in the 
Champion Edition. Use a 
Fierce Dragon to clobber care- 
less long-range opponents. 


Leen 


1) To do double damage with à 
kick/fireball combo, throw. 
any low kick. 

2) Two-in-One into a Fireball. 

3) This trick only works if your 

initial kick makes contact. 


4) To add a quick, but effec- 
tive, opener to the Triple-Hit 
Dragon Punch Combo, leap 
Towards the enemy and 
position yourself so you land 
on his other side, As you fly, 
use a Roundhouse Kick. 

2) Just as you land, pull 
Towards and execute a 
Standing Fierce. 

3) Close this kiler combo with 
a Double Hit Dragon Punch. 

4 The fourth hit will more 
than take your opponents 
breath away. 


When he jumps, use the extra- 
long range of the Dragon 
Punch to take him out from a 
safe distance. Don't get trapped 
In the corner or Blanka will 
scratch you with low kicks, If 
you do get trapped in the cor- 
ner, use a Fierce Dragon Punch 
to land on Blanka's other side 
and escape, 


Chun Li usually jumps sooner 
or later. Toss Fireballs, and try 
to Dragon Punch when she 

makes her move. If she won't 


jump, make contact with a low 
Kick and follow up with a Two- 
in-One Fireball 


From farther away, always use 
the Short Hurricane Kick to fly. 
over Dhalsim's Fireballs. You'll 
dodge the Fireballs and land. 

away from those deadly limbs. 
IFyou're within a half screen of 


Dhalsim, don't throw Fireballs 
at him. If you do, he may jump 
‘over them, and try to nail you 
with an Instant Spear or Torpe- 
do. Try to fake Dhalsim and 
then Dragon Punch him when 
he reacts. 


When Honda starts flapping 
the Hundred Hand Slap, Drag- 
on Punch him. You can also 
protect against the Sumo 
Splash with a Dragon Punch. If 
Honda gets too close and you 
try to toss a Fireball, hel kick 
you and trip you. 


if 
Use a strategy similar to Ken's, 
but be very careful about toss- 
ing Fierce Fireballs when you're 
within half a screen of Ryu - 
he'll spin over and tag you with 
a Hurricane Kick. Don't get into 
Fireball wars with Ryu, since 
his weapon is faster. Try to 
damage Ryu early, and then 
play defensively until he's done 

r 


If you jump over Guile's Sonic 
Booms, you risk a Fierce 
Punch in the face. If you try to 
go head-to-head with projectile 
weapons and you're too close 
to Guile, he'll try a Spinning 
Backfist. If you see the fist 
coming, Dragon Punch it. Use 
this weakness to your advan- 
tage. If you read a Flash Kick 
and begin your Dragon Punch 
simultaneously, you can nail 
Guile when he Flashes. 


Ken vs. Ken is a defensive, 
strategic battle. If you get 
trapped in a corner by Ken's. 
Fireballs, wait until he moves 
too close. Use the Dragon 
Punch to fly out and nail him. 
Remember not to push him 
into the corner and make your- 
self vulnerable to the Dragon 
Punch. Do a lot of Fireball fake- 
outs to draw his Dragon 
Punch. 


the wall, jump back and Fierce 
punch if you're desperate. If 
you have time, nail him with a 
Dragon Punch. 


When Zangief moves close to Balrog often likes to finish his 


you, fake the Fireball to make combos with a ducking Round- 

him execute the Spinning house. Watch and try to Drag- 

Glothesline, When he begins on Punch him when he uses 

the move, use the Fierce Drag- the Roundhouse. Stay on the Take the initiative with Sagat. 
on Punch to knock him down. attack with Balrog. Keep him Any time you jump over a Fire- 
Keep moving to avoid the Spin- __off balance to avoid his deadly ball, time your Roundhouse or 
ning Pile Driver. combos. Fierce Punch to tag him during 


his Tiger Uppercut. The Hurri- 
cane Kick is hard for Sagat to 
‘stop. Throw Fireballs and when 
Sagat jumps over them, jump 
up and Roundhouse him. 


Be careful when you throw 
Fireballs. Vega will take advan- 
tage of your vulnerability to 
leap off the wall and Air Suplex 
you. If Vega tries to spring off 


try to predict when Bison will 
use his Scissor Knee and 
counter with a Dragon Punch. 
Or, predict when he'1l fake and 
jump him to escape the corner. 
Always use Fireballs and the 
Dragon Punch pattern to keep 
him away. If you hold him off, 
he'll have to go for the Head 
Stomp - be sure to block it 


IFyou get trapped in the corner, 


Check out Ken's ending, Cham- 
pion Edition style! 


Stand in the center of the 
screen and press Fierce Punch 
to break up the barrels as they 


a ij 
Here's a great place to practice 
your Two-in-One Jab Dragon 
Punch technique. You'll win 
and learn, 


nh nhyy nhyj nil nh nhyy 


Sh the joystick hori- 
'® opposite gr. 
he opponent. 


‚5 the Joystick in 
D indicated far 


tf 
4) Knock the opponent off his. 
feet with a ducking Round- 
house, 
2) This is a great counter to 
missed special techniques. 


1) Press Down, Down- 
‘Towards, Towards, and any 
punch button to throw 4 
Ryu's mystic Fireball. 

2)Useitto trap the enemy stand stil and the enemy, then 
against the edge of the id press Round- 
screen an counter aerial ble-hit high kick 

eten eee) 


down 
Fierce, You 


fi 
29 body out ofthe af, 


47% Damage 


1) Jump Towards an opponent 
with your Fierce Punch. 

2) Land and use a standing 

Fierce. 

3) Simuftaneously execute a 
Fierce Dragon Punch. 


he oppo- 
nent with a Short Knee. 


2) Land, duck, and tap Short Jump Towards the oppo- 
for multiple hits. 2 Dent with a Fierce Punch. 
3) Dizzy the opponent, then. Eend and use a ducking 
execute the combo again orward Kick. 
for a second deadly Dizzy! 9 Now finish the move witha 
lerce Fireball 


4) Jump Towards an enemy 
with a Fierce Punch. 

2) Land and use a standing- 
close Fierce 

3) Simultaneously execute 
a Hurricane Kick for three 
hits in sequence. 


[ gack Roll 
| 25% Damage 
\ od 


| Hold Back or 
| 
| the ground, then 
| rmermsen” Del 
Í : To make this attack | eert, 
Ee en oes | | e close to the opponent, 
| | | Mess Back or Towards, 
en | | vard or Rounchouse, 
EN } | plus Forwa ne 
| torohnim itothe dust 
| completion you'lbe, 
| distance away 
| enemy. 


27% Damage Jab 


30% Damage Stron 
9 
34% Damage Fierce 


the opponent 

4) Jump Towards 

Ì and throw a Fierce Punch. attack, and hold down the 

2) Now use a standing-close button as you use a Frebal, 
Fierce Punchas youbeginà | 2) For a double-hit, release the 


button as 
-in-One. ee 
3 be the combo witha |__Freban 


Fierce Fireball! 


1) Press any punch button to 


|_1)Begin your motion fora 2) Complete the Dragon and 
Dragon Punch, In the mid- 


press Jab, You'l score two 
de, press Fierce punch huge hits! 


\f Blanka rolls into a ball, 
counter-strike with a Dragon 
Punch for a massive hit. Toss 
Fireballs to keep him at a dis- 
tance. 


When Chun Li uses a Whirl- 
wind Kick, toss a Fireball. Then 
attack with a combo while 
she's stunned, 


hs 


Anticipate his long-reaching Ryu finaliy meets his match in Ryu's a master of the Dragon 
kicks and toss Fireballs to take Ken, a character with identical Punch, so don't leap directly. 
him down. Throw the Dragon moves. Throw fireballs to keep near him. Instead, stand your 
Punch when Dhalsim uses a him away and rely on Sheng ground and attack with Fire- 

Yoga Spear. Long when the action gets hot _ balls and close-in Back Rolls. 


and hairy. 
vs. Guile P 


ï 
in 
The army vet's vulnerable after 
a missed Flash Kick. Immedi- 
ately throw a double-hit Drag- 
on Punch. Don't get sucked 
into a Fireball fight or you'Il 


suffer the backhand conse- 
quences. 


Throw a Fireball to give Honda 
a hotfoot. When he leaps away, 
it's Fierce Dragon Punch time. 


Throw a Fireball and Zangief 
will be forced to use a Spin 
Punch for protection. Now, 
move in and drive your point 


across with a Roundhouse 
Foot Sweep. 


A Hurricane Kick takes out the 
trash with ease. Balrog's mas- 
sive girth makes him suscepti- 
ble to multiple hits. 


low Short Kicks. If Sagat miss- 
es an Uppercut, blast him with 
a Dragon Punch. 


8 


Wear down Vega with Fireballs. 


When he climbs the fence, 
stand still and use a Fierce 
Dragon Punch 


ee 
Don't throw Fireballs or Bison 
will use à Scissor Knee. 
Instead, knock Bison away 
with flying Roundhouse Kicks 
followed by a multi-hit combo. 
Use Fireballs to terminate his 
Flaming Torpedo. 


Zon US 
STAGE 


vs. the Wall Bonus 


The wall comes tumbling down 
under the force of Ryu's deadly 
Dragon Punches. Repeat them. 

over and over until every brick 

has crumbled. 


97 


STAGE 


vs. the Car Bonus 
Stage 


Use Ryu's Dragon Punch to 
shatter the car. Jump Towards 
the car with a Fierce, Duck and. 
hit Fierce again. Finally, throw a 
Jab. Use the Dragon Punch 
over and over again until the 
car's a twisted wreck. 


Ryu wins gold in the Street 
Fighter games, but he refuses to 
take his place in the winner's cir- 
cle. Instead, he retreats to the 
seclusion of a pristine waterfall 
to practice his moves for the 
next World Warrior tourneyl 


Completely dedicated 
to perfecting his 
Shotoka 


Ryu dili, 
is Fire) 


nd = " 
je shades are à per 


'm broke, 
he an Eik desen he executed his Hurri- 
Re ene 

rtial arti 


cane Kick, The wind 
PMept him into air, ang 
he learned to spin 
higher during batte, 


5 ht hi n dojo, a 
‚t has fallen atop the 
ig 


ster mat 
two mas! 

kdrop for 

fect bac! 


1) Ryu's Hurricane Kick is 
deadlier than ever. Press 


kick. Now, one hit will 
knockdown the opponent! 

2) Use the Hurricane Kick as a 
defense against Fireballs. As 
a Fireball fies at you, begin a 
Hurricane Kick. You'l whit 
through the Fireball without 
taking any damage. 

3) If you're close enough to 


nents in the SNES version 
and the Champion Edition. 
Toss a Fireball, 

2) fyour opponent jumps over. 
Ît, quickly move Towards 
him and annihilate him with 


Freball. You're poised for an 
instant Dragon Punch. 


he's away from you. As he 
jumps Towards you, duck and 
trip him with a Roundhouse just 
as he lands. If Blanka triesto 
trap you in the comer with his 
Electricity, don't hesitate to 
Dragon Punch hin in mid-zap. 


Use Ryu's favorite Fireball/- 
Dragon Punch pattem to keep 
Chun Li at bay. Don't try a 
erouching Roundhouse on her. 
If you miss, she’l move in and 


throw you. IF she ties to use 
her Flipping Neck Breaker on 
you, counter with the Dragon, 
Punch. 


pr 


Inthe Champion Editon, you 
can use Ryu's Humicane Kick 
toy over Dhalsim's Yoga Fire. 
Beware of his toxic Yoga 
Flame. 


man in forthe kil, When he 
jumps Towards you, knock him 
flat on his back with a Dragon 
Punch. If you feel ke taking a 
risk, try countering Honda's 
Head Butt with a Roundhouse 
Hurricane Kick at the last pos- 
sble instant! 


If you're ahead on eneroy 
against Guile, use this defen- 
sive strategy to survive and 
whitie away his life, Use con- 
tinuous Roundhouse Hurricane 
Kicks to fy over his Sonic 
Booms, Hell do some damage 
to you, but you! do more to 
him and eventually win. 


Fake a Fireballto lure Ken into 
jumping and then take the 
advantage. Just remember not 
to get too close or he Il nall you 
with his far-reaching Dragon 
Punch. If Ken misses a Dragon 
Punch, walk Towards him. As 
he lands next to you, blast him 
with asstanding Two-in-One 
Fierce Dragon Punch. 


Ryu's best strategy against 
himself is to play defensively. 
Stay back, keeping Ryu back 
with Fireballs. Fake him out to 
make him come after you, and 
then attack when he misses a. 
move, Use the Roundhouse 
Hurricane at the last instant to 
travel over Fierce Fireballs, 


Grouch and let Zangief 
approach you. When he's near 


enough, batter away at him 
with rapid crouching Short. 
Kicks. Zangief can't kick 
through these. His only way to. 
‘counter your Short kick assault 
is a Spinning Pile Driver, which 
is very difficuit for-him to pull 


Inthe Champion Edition, Bal- 
rog's Dashing Punches can't 
touch you when you're duck- 
ing. Crouch and use Foot 
Sweeps and Short kicks to 
keep him off balance and suck 
up his energy. Trap him in the 
comer with atemating slow 
and fast Fireballs. 


When Vega tries to pull his 
sneaky slide move, block. 
Then, uickty tag him with a. 
ducking Roundhouse to knock 
him backwards, Use welk-timed. 
Hurricane Kicks to keep Vega 
off balance. 


Checkout Ryu's ending, 


Champion Edition style. 


Sagat's vulnerable just after he 
launches a Fireball. Leap over 
the Fireball, and cripple him 
with a double or triple combo. 
Throw a Fireball, and when 
Sagat tries to jump over it, 
immediately counter with a 
mid-air jump kick. 


screen, and use standing 
Fierce Uppercuts to splinter the 
barrels to smithereens. 


LA mt 
Toss Fireballs to keep Bison, 
‘away from you. Vary their 
speed to throw off his timing. 
When he moves Towards you, 
be ready to block and nail him 
with a Dragon Punch. 


Practice your Double Hit Drag- 


‚on Punch during the Drum 
Bonus Stage. You'l dent the 
drums and have limited invinci- 
biïty against the flames. 
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Personality Profile 
Bom to bea bruiser, Zangief. 
ä trained for the Street, 
nd ighter com lon by 
RE grappling wich grz baars 
…m in 
AN 


\e Show-covered Siber- 
lan mountains, Now battle- 
Scared but wiser, he's 
tespected as the worid's 
foremost authority on face- 

| Planting pile drivers, Zangief 

to prove the superi- 
ority of his Russian 
ique by crushing all 
een În the World 
Warrior toumament, Hes 
Supported by a high-ranking 
USSR. politician in his 
efforts to dethrone M. 
Bison and capture the 
Championship title. 


ores. 
mrades on lunch Battle Qu 
break cheer him 


Im 
meet, 
Next 


on from the sidelines. 


Eongie} Zangief Zaugiel Zau 


Key to Commands 
Towards: Push the joystick 
porizontally in the direction 
of the opponent 


Back: Push the joystick hori- 
zontally in the opposite dir 


B| ection of the opponent 


Charge: Hold the joystick in 
the direction indicated for 
two seconds, 


41% Damage 


4) Leap Towards the enemy 
with a Fierce Punch. 

2) Duck and use a Strong 
slap to the gut 

3) Now complete the combo 
with a ducking Round- 
house. 


3) 


Next, use a ducking Short 


Kick 
4) Quickly e) 
ning pie Drie GEE 1) Jump Towards the opponent 2) Next, duck and use aFor- 3) 
Nn , and throw aFierce Punch. _ ward Kick 


the fourth hit. 
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4) Leap Towards the enemy 


mid-air Knee Dive. 
2) AE land, start the Spin- 
ning Pile Driver motion. F 
3 You complete the att 
even ifthe opponent 
attempts to block! 


1) Leap Towards the opponent 
with a Knee Dive. 

2) Duck and throw a Jab 
Punch, 

3) Finish off the assault with a 

Spinning Clothesiine. 


1) Duck and press Round- 
Juickty tap two punch but- house for a quick and easy 
ons for a Spinning Clothes- Foot Sweep, 


ne to complete the combo. 


2) You'll knock the opponent 


Spinning Clothesline 
17% Damage 


1) Press any two punch B 
tons together to spin wit 
outstretched fists of fury. 

for 
se the Clothesline 

î be to high fie attacks! 


il vul- 
ware, Zangief's sl 
ò ars to low blows during 


Spinning Pile Driver | 
33% Damage 


a Spinning Clothesiine. 


al 


down with one hit! 
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1) Not only is Zangief's Spin- 
ning Pile Driver the dead- 
liest move in the game, it 
has a great range, too! Hold 
Towards the opponent. 
Then rotate the joystick 360 
degrees clockwise and 
press any punch button. 
2) You'll grab the opponent 
|__anddivehim head-frstinto 
the turf 
9) Toy this attack even during | 
an enemy’s special tech- 
nique onslaught. Timing is 
key. 


nt EA 


RN ed" 2 
Destroy Dhalsim's Body Spear Stand still and block Ken's Your Spinning Clothesline is a 
assaults with a Spinning Dragon Punches. Then move great offensive maneuver if 
Clothesline. When he Slides Towards him and use a Spin- Ryu tries a close-in Fireball 
low, snatch him with a Spin- ning Pile Driver combo. ‘Same story for Hurricane 
ning Pile Driver. Kicks. 


Counter Blanka's Ball Attack with 
a Spinning Glothesline. If he 
attempts à mid-air combo, block 


ind use a Spinning Pile Driver. 
, Ed eel a Flash Kick. 


IFChun Litries a Down Kick, Ge Honda a taste of your 
block the move, then use a Spinning Pile Driver if he uses 
Spinning Clothesline when she the Hundred Hand Slap attack. 
lands. Start the Spinning Pile 
Driver rotation to overcome her 
Lightning Leg. 


Take Vega for a ride with a Execute Spinning Clotheslines 

Spinning Pite Driver, which against Bison's Faming Torpedo 

counters his Slide move. Use __to knock him woozy. Move close 

Spinning Pile Drivers to elimi-_and use a Knee Dive followed by 

nate his Tumbling Claw. a combo. If he uses a Scissor 
Knee, block, and rotate the pad 
fora Spinning Pile Driver. 


Use Zangief's Spinning 
Glothesline to decimate the 
wall, Keep bashing away fora 


quick victory! 
Bonus 
STAGE 


zh mem 
The greatest test of strength for 
an ace wrestler is himself. Trip 
up Zangief with Foot Sweeps 
then attack with a Clothesline 


Leap over Sagat's low Fireballs 
and duck his high Fireballs, Get 
in close, block Sagat's mid-air 
combos, then use a Spinning 
Pile Driver. 


Combo, 


Beat down the car’s doors wit 
your Spinning Clothesline, 
Once one side of the car is 
bashed in, jump to the other 
side and resume a Clothesline 
assault. Finish the piece of junk 
with ducking Roundhouse 


lts the end ofthe ine for this 

dictator. After Zangief puts the 
moves on Bison, he dances the’ 
night away with a famiier face. 


Sucker Balrog into using his 
Turn Punch, then grab his fist 

just betore impact and perform 
a Spinning Pile Driver. 


More than anything 
else in the world, Zang- 
lef loves a fair fight. 
When his defeated ene- 
mies cried “Foull” after 
Zangief crunched their 
Skulls repeatedly with 
Spinning Pile Drivers, 
he decided to cut them 
a break, He now 
bounces Pile-Driven 
foes to Safety in the 
Champion Edition 
Similarly, Zangief con- 
Sidered his foes’ Fire- 
ball techniques unfair. 
To dierupt their projec- 
tile assaults in the 
Champion Edition, 
Zangief copied former 
rival Mike Haggar's 
Spinning Clothesline. 


5 


OE Te 


Zangiefs factory 


marked by a golden hue in the Champion Edition 


Roundhouse 
Kick 


Jab 

Stron, ë 
9 Fiel Flerce 

e ee 
© e Bunch 
Strong 
‘Punch 

Sh 

ont Forward al 
charge: Hold the Jouster Round- Forvar 
ction indicated for house Kick 


Bg tne direc 
two seconds, 


Easy Spinning Pile 
Driver 
de 


Clothesline Combo 
28% Damage 


Moving Spinning 
Clothesline 


Jes 
1) Alter you knock an oppanent | 
‘down, throw à ducking For- | 
Ward or Roundhouse Kick | 
| lustas he or she stands up. 
|2)fthe enemy blocks, go for | 
|_& Wh with the Spinning 


Press all three punch buttons Pile Driver. 


together to move while you 
a ‘with outstretched fists, 
Move into and nail 
frebal-throwing oppo- 
| nents with the Moving 
Clothesline. - 
. 4) Leap Towards the opponent 
and be sure to land on the 
other side of his or her body. 
While flying, bust a Fierce 
Body Splash 
2) Land and use a ducking 
|__ Short Kick or Jab Punch. 
3) Quickly tap all three punch | 
butorsferaSpining | Leap Towards the ener 
calls th * |__and position yourself so you 
James Godrdcas tis | dont 
pee combothe “James Spec” | Sn ohersde ft 
Cg the Fieroe Body Splash. 
he, 2} Land, tum around and 
throw a ducking Jab Punch, 
3) Stand up and toss another 
Jab. 


ER 4) Duck and use one more 
dt É DHT ez Jab. 
Ed KEEN Keen 
Ean 0 _ Edition pe sn 


paced, steady sequence to 


pull off this combo correctly. 


to keep her distance, jump and 
peg her with a welttimed Fierce 
Punch. 


Use a jumping Fierce Body 
‘Splash to break Dhalsim's elas- 
tie arms and legs. Ifyou con- 
front him in the middle of the 
battlefield, use reguiar throws. 
Don't pull a Spinning Pile Driver 
or you'll bounce so far away 
that he can resume a Yoga Fire 
trap pater. 


Blanka's a mid-air menace, so 
use jumping Stomach Crunch- 
es to take him down and out. 
Duck and throw Roundhouses 
to trip him during an Electricity 
assault If you're feeling full of 
yourself, chance a walking 
Spinning Pile Driver to grab a 5 
Blanka during his Electricity. Toss standing Fierce Punches 
to give Honda a headache 
when he uses a Sumo Head 
Butt. If he does let a Head Butt 


Ee 


loose and you're unprepared, 
jump, then land and try the 
Fierce Body Splash. Use a 
ducking Roundhouse Kick to 
counter the Hundred Hand 
Slap. 


Block Chun Li's Head Stomp 
attempts, then Clothesline her 
just before she lands. Ifshe 

tries her standing kick pattern 


move close and go to town 
with a Spinning Pile Driver just 
as he lands. Use a Spinning 
Clothesiine to make short work 
out of Guile's Knee Thrusts. 
Throw jumping Fierce Punches. 
to stop Guile's Sonic Boom 
keep-away efforts. 


If Ken tries to keep you away 
with rapid-fire ducking Short 
Kicks, bust a Spinning Pile Dri- 
ver in-between the legs. Duck 
his Hurricane Kicks and throw 
a Jab as he flies past. Use a 
Spinning Clothesline to whirl 
through his Fireballs and teach 
him a lesson. 


throw Fireballs, and then trip 
you as you land. Hop over the 
‘bals and use a Fierce Punch. 
Try to make him miss a duck- 
ing Roundhouse Kick, then 
snatch him with a walking 
Spinning Pile Driver for ultimate 


If Zangief eaps Towards you 
fora combo attempt, Jump up 
and Crunch his Stomach to 
keep him at arm's length. Duck 
and throw a Roundhouse Kick 
to halt his Moving Spinning 


Clotheslne. Overal, the fastest 
Pile Driver draw wins, so prac- 
tice your controler spins 


= 
Use Moving Spinning Clothes- 
lines to counter Balrog's Tum 
Punches and Dashing Punch- 
es. To stop a Dashing Upper- 
cut, duck and throw a 
Roundhuse Kick. 


‘Stand and use a Fierce Punch 


to prevent Vega from Air Slam- 
ming you after the Wall Climb 
technique. IF he tries to claw 
you on the way down, absorb. 
the hit, then execute a Spinning 
Pile Driver. If Vega uses a Tum- 
bling Claw, nullify the maneuver 
with a ducking Roundhouse 
Kick. 


sand 
use a Roundhouse Kick to stop 
him when he tries a Tiger 
Uppercut. Block his Tiger 
Knees and take him to the 
cleaners with a Spinning 
Clothesiine. 


Fierce Body Splashes to 
counter his Flaming Torpedo 
and Scissor Knee. If he exe- 
cutes the Head Stomp tech- 
nigue, leap and Jab, then try a. 
Spinning Pile Driver combo 
when you land. If Bison tries 
the Comer Trap strategy, use 
the Spinning Clothesiine to, 


OE the trampoline. Gee, do you 


Check out Zangief's ending, 
Champion Edition style! 


Duck and use Roundhouse 
Kicks to scorch the drums, but 
don't get inflamed by the fire. 


Leap up and Stomach Crunch 
the barrels as they bounce off 


suppose barrels really have, 
stomachs? 


mr 
USA: Las Vegas 


boxer Balrog stil picks hie fights in La9 De | 
ttles to the brightly-lit streets instead df 
rtainers, dancing girls,and magicians 

the background. 


Former heavywelght 

but now he takes hie En 5 
i dof enter 

boxing rings. A crowé 

watch as casino billboards fiash in 


he 
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Balrog ruled the fight, game 
As a top-ranked heavy- 

weight boxer, but he lost his, 
title shot after a controver- 


|_sial knockout, Unable to 


reclaim his place among the 


| elite, Balrog's tumed to the 


no-holds-barred Street 
Fighter style to prove his 
Worthiness in his own eyes. 


|_Prowing the bright ighte of 


| Les Vegas, the boxing capi- 


tal, ne a bewildering 
array of jabs, uppercute, and 
head-pounding Tum Punches, 


You with a big 


IEI drive you into the turf 


B 2) iesakiler, often followed by 


4) The Vegas boxer's not afraid 
2) Watch for the Low Punch, 


which hits hard below the 
belt and disrupts your spe- 
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2) This attack's similar in 
nch appearance to the Dashing 
Punch, but even faster. 


4) Devastating and usually 
unexpected, the Tum P 
often appears in a combo 


| 1) Balrog's Uppercut gives him 
the upper hand during 

close-in battles. 

2) This punch wil terminate air- 

bom opponents 


1) Balrog's most Punishing 
move is a series of Tum 

Punches, Dashing Punches. 

and Dashing Uppercuts. 


2 Hel pummel you relentiess- 3) Block the attack or suffer a 
IV, sometimes with up tosik _ knockdoun 
hits in sequence! 


f Misses 
ml RN ) Bait Balrog into using a 

tn Ie dE Dashing Uppercut. 

B 2) he hits the air but not you, 


his body will be unprotect- 
ed. Strike hard! 


| 1) After a big punch, a Balrog | 

miss leaves him open to any_ | 
|__ attack, especially a mid-àlr 
assault. 


1) Balrog begins with à Jump- 
ing Punch, 

2) Then he'llsmack youwitha ES 
Standing Punch 

3) Finally, he'll wrap up the 
combo with a Dashing 
Uppercut. Your best 
defense is to block it oruse 

E_ athrow! 


1) Barog’s. ar 
Sn EE 2) Lure him into hitting high, 
J_heoftenfals Victim to duck. He 


| iostois 


« a 
Balrog's domain ie recolo; 


ee 
ted With purple neons to evoke “Striking” 
Teponse from the Pugilist. The “ancing girls are better-looking thar ever. 


4 


En Standing Close Ducking Jump Up 
HE ge an! 
lA ed end, 
ii Jt af 
Ik Ki ee 
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Kat fan 8 ie 
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Aq 
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| s 
vonzy bon 


LA 
1) Balrog's mighty fists pack 
e_some punch, even with a 
simple uppercut. Just use à 
standing Strong. 
2) use the upperout to knock 
an opponent out of the al. 
As he jumps Towards you, 
{hrow a standing uppercut 
to stop the attacker cold. 


1) Duck and rapidly tap Short to 


erce. throw a series of low blows. 
9) Use this move to stop 2) Use this move to stop some 
Tents in mid-air as they fy opponents from attacking in 

Towards you. a ducking-close position. 
‘The ducking Roundhouse \S 


an even better defense, but 


To give an opponent a. 
Der ow Jab, just stand 
close and hit Short. 


1) Use this special technique 
eombo for a one-two punch. 
Charge all three kick or punch 
buttons, and simultaneously 
Charge back. 

2) Release the three charged 
buttons to deliver the Tum 
Punch. Immediately follow up 
with a Dashing Uppercut. 


# | REE 
u Da Leap Ti : 
|) While Charging your Dashing EE Ben re | 

Punch, leap Towards your 2) Duck and el 

adversary and strike him with nent's st bras 
| any kick button. 3) Finish off ie Er a Jab. 
| 2) Land and immediately throw effe le, but 

, combo with a duck- | 


ing Roundhouse. 


Lê standing close Short. 
|_3)As you use the Short, imme- 
diately complete the con- 
troller motion to let your 
Dashing Punch fy. This is a 
punishing. three-hit combo. 


1) Jump Towards your 
‘opponent with a Fieroe. While 
youre fying, Charge back. 

2) Duck and deliver a nasty Short | 
tothe stomach while Charging a Tinde | 
Back. en 

‚deliver a . le ar 
just 

As you eethe short nme Lore e, | 
diately complete the con- ee ll 
troller motion to throw a eee en 
Dashing Uppercut and put al 

3) As you throw the third Jab, 


the icing on the combo. 


hed Push Towards 
hit Short again to deliver | 
a deadly Dashing Uppercut. 
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bong bomnvy Hong bong bong Honvg 


en nn 
This move the ley to most 
of Barog's combos. TO 
\aunch a mighty Dashing 
u 


Charge back, 
‘Towards, and hit any 


2)lfyour Dashi 

ing ef 
Saanen | 
ahead By. Prent | 
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BALROG 


Blanka's always jumping. If he 
moves Towards you on the 
ground, duck and tag him with 
a Roundhouse. If he flies at you 
through the air, nail him mid- 
leap with a Dashing Uppercut. 
Don't try to Head Butt Blanka, 
he'll just chew you! 


you sooner or later. When she 
does, be ready to pulverize her 
in mid-air with a Dashing 
Uppercut. Or, play it safe by 
dashing past her. Then turn 
and punch or grab her and lock 


her into a Head Butt. Time a 

Turn Punch to devastate Chun 
just as she lands after bounc- 
ing off the wall. 


Dhalsim tries to slip in with a 
sneaky slide. When he does, 
push Towards and grab him 
for a Head Butt. When the elas- 
tic man tries to stab you with 
an Instant Spear or Torpedo, 
duck and nail him with an 
Uppercut. Don't get trapped in 
the corners! 


Wide boy has to leap Towards 
you sooner or later. Be ready to 
pulverize him with a Dashing 
Uppercut when he makes his 
move. Beware: E. Honda has 
quite a few throws. He'll take 
advantage of a missed Upper- 
‘cutto crunch your bones and 
bury you afterwards! 


Guile's a tough match for Bal- 
rog. When Guile tosses a Sonic 
Boom, your best strategy is to 
try to nail him with a jumping 
Towards Fierce, followed by a 
ducking Roundhouse. If you 
connect, use a combo to quick- 
Iy dizzy him, Guile will usually 
trip you if you try a Dashing 
Punch. Instead, hang back and 
use a Turn Punch when you 
catch him off guard. 


vs. Ken 


Sheng Long, the Dragon 
Punch, is Ken's weapon of 
choice. If he misses it, try to 
take him from below with an 
Uppercut, followed by a series 
of combos. He'll try to use the 
Hurricane Kick to get close 
enough to throw a Dragon 
Punch, so block as he lands. 


Balrog's bigger and slower 
than Ryu. If you jump his Fire- 
balls too close to him, you're 
an easy target for a Dragon 


Punch. Wait until he misses a. 
move, and then try to quickly 
dizzy him with a combo. 


IFyou miss a combo against 
this guy, he's gonna try to nail. 
you with his Spinning Pile Dri- 
ver. Hell block and wait to tear 
you apart. To protect yourself, 
always finish your combos with 
a ducking Roundhouse. You'l 
deliver a final blow and jump 
back to safety, 


bling Claw, duck and block or 
use a Roundhouse to counter. 
Block his slide move, and then, 
while he's vulnerable, blast him. 
with a Ducking Roundhouse 


N 


Li d del 


Stay out of baldy’s reach. If you 
manage to jump over his low 
Fireballs, try to tag him with a 
flying Roundhouse. If vou 
knock him down, quickly move 
in with a combo to dizzy him. 


Wait for your attacker to make 
a move. Then, go for him with 
low, safe moves like a ducking 
Roundhouse, Try to use 
erouching Jabs to knock him 
off his feet. If he's low, leap 
Towards him with a flying 
Roundhouse, then follow up 
this one-two witha ducking 
Roundhouse, 


Ó 


Vega's a sucker for a Dashing 
Uppercut. Wait till he flies off 
the wall and tries to Air Slam 
you = he'll never know what hit 
him. If he tries to use his Tum- 


el 


Wait until Bison tries to jump 
Towards you, and then tag him 
with a Dashing Uppercut. If he 
slides at you, try to jump from 
a ducking position and hit him 
with a flying Roundhouse from 
above. Don't mess with his 
Flaming Torpedo - just block it 


CMN 

Balrog's mighty meathooks 
bash the car with no problem. 
Just dent both sides with For- 
ward Punches. 


Use your punch buttons to 
mutilate the drums and avoid 
the fire. I's an easy one-two. 
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SONS 
STAGE 


vs, the Barrels 


Ee =S 
Stand in the middle, just below 
where the barrels drop. Turn 
left and right and tag each 
falling barrel with a Round- 
house Punch. 


Balrog proves the American 
dream is alive and well as he 
beats his way to the top ofthe 
Street Fighting Circuit. After 
losing his title shots in the box- 
ing ring, he regains his top- 
ranked status in the eyes ofthe. 
children of America. 


KRK 


Spaniards attend this fight pit for a fine show of danc 1, music, 
good food, and ferocious battles. The well-it arena is perfect for 
Vega's showman style. He loves to play the crowd for Applause. A 
chain-link fence protects onlookers from harm, and Provides a perfect 
escape route for Vega when he's feeling the heat. 


Personality Profile 

Vega accrued a wealth of 
fast moves by battling bulle 
În the pastures of Spain, 
Entered in the Street. Fight- 
er tournament to demon- 
Strate his fighting skile and 
graceful body, he dons à. 
mask to protect his hand- 
Some face, and wears a 
claw to defend himseif 
against his opponent, 
Despite incredible vanity, 
this matadors self-confi- 
dence can be shaken by 
breaking his claw with a 
series of hits, When near 
defeat, he often retreats to 
a fence and swan dives on 
the enemy with razor-shay 
Accuracy. Ever the show- 
man, Vega only unmask 
and shows himself to the 
crowd when he emerges 
Victorious, 


4) Ifhis feline runs low, Vega 
elimbs Spain's chain-link 
fence. [ 

2) Next, he dives from the sky 
and tries to take you out 
with a quick attack! 

3) He might extend both claws 
in an attempt to rake you 
across the face, 

4) Or, he!ltry to use an Air 
‘Suplex. Be prepared with a 
high counter-blow. 


andy Back 
erelaes maar 
in 
panesyy °° Wiek and 


ke’ 


4) On the ground, Vega's s 
ing leg maneuver is athom 
in opponents’ sides. 

2) He can even Sweep under 
neath projectile attacks. 


to climb the 


| fence. 
| 2) Justas he leaps for an 
attack, jump Back and use à 


INE Ër DÀ 
5 ae, ä Roundhouse Kick to ge STE 
8 him the boot. CD Se 5 | 
1) Vegaleaps atyou wh af | 1) Rock Vega win appr TER en 
ing kick ied _ Al 


mately 13 direct htsand__ | 


2) Thenhe lands andimmedi- | ne'ylose his Ees |_1) Dupe Vega into bounoing of | 
ately executes a Foot | 2Nowhesamest deense | thewal. | 
Sweep to knock you off |_ ess. Do him in! | 2)As he descends with a | 
your feet. 8 |_Jump Kick, jump Towards | 


and use your character’s 
Roundhouse Kick to send | 
him fying, 
9) Leap Towards and execute | 
more Roundhouse Kicks to 
knock Vega dizzy! Î 
== = | 


ï impact when, 
| 4) Use your cheracter'sJab- _ 2) You'l make an imp 
Eene projectie attack he recovers from the move. 


nú 
1) Vega moves in with a Fost 


| _ Sweep. es | 
N 2lfyou block, kiss Yourself y p 

goodbye when he Suplexes (U stands up, attack 

vou, Thi attack is nearty herre mom elt zen | h 

Unstoppable nd | 5 L 

3 him in midjump and knock | TN 
el him down again. ë | L J | 
| En Dm) Ô 
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SPAIN: Fight Pit 


> 


Ver 
qa practices his 


a dark-blue hue in the Champlon Edition. This 


vega's stage shows off 
‚d dangerous than ever. 


dive is more enticing an 


(e ‚ss Round: 

1) Duck and ecute in 
house to ex move 
Sweep. rg 


n 
Oe dinon 


1) To deliver a jump kick, sim- 

ply jump and hit any button. 
2) Your kick's strength and 

speed are determined by 
the button you press. For 
example, i's stronger and 
slow on Fierce, and fast and. 
weak on Jab. 


You rebound off 
the wall try to Choke Throw 
opponents. 


âlrbome 


Sweep 
uses his Foot SMER, 
ee to opponenis 3 
projec 


1) Leap Towards your of 
nent and meet him in 


attacker, hit Strong or 


like Balrog or Blanka. 


alr. As you touch your 


ppo- 
mid- 


Fierce 


to grab him by the neck and 

toss him to the ground. 

2) This move is tough to do on 
the low jumping characters, 


En 


Tumbling Claw 
14% Damage 


4) Charge Back, then push 
Towards and tap any punch 
button to tumble with an 
outstretched claw, 

2) Vega uses this annoying roll 
move to surprise opponents 
‘and sap their energy with 
two quick hits 


ANS 1) Charge F 
either Up-Left or Up-Right__ oe 
plus any kick to leap up and À 


grabthe wall [ 
Vega flip his id 


| 1) Double press B, iP 
2) Finish off this move with an lack to make 


Air Suplex. 
3) desired, control your fight 


as you spring oftthe wall. You 

can spread your claws into a 

graceful and lethal Swan Dive, Slow-moving Jab project 

or spring away to safely canailyou„stasyen 
| recoverfom the Backtip. 


| 2 This move's handy when 
Vern 'S tying to evade fire- 
E ils. He's invincible while. 
e's doing it. Be careful, a 


Four-Hit Combo 
25% Damage 


S 
3 { 
ve X the wal, and 
4 Climb, __ 2) Vault onto 
EN 1) Charge voor We your” immediately bustan Ar 
ä and then quickly Suplex for a Two-in-One 


4 nch 
N De opponent with a Pu combo. 


PAS 

1) Jump Towards the oppo- 
nent and Charge Back while 
you fy. Just before you land, 
throw a Fierce 

2) Land, and whe stil Charg- 
Ing Back, use a Short Kick. 

3) As you press Short, immedi- 
ately complete the controller 
motion to execute the Tum- 
bling Claw. The double-hit 
claw polshes oftthis lethal 
four-hit combo. 


1) Wie standing close, 2) This move actual 
Charge Back and throw a. derd 


Your opponent three times, 
Since the Tumbling Claw 
Scores two hits. It works. 
well when your attacker is 
dizzy. 


Jab. As you use the Jab, 
immediately complete the 
controller motion to execute 
the Tumbing Claw. 


mn itn dit 
HS 5 Short, 3) 

- 2) Land, toss aducking 
| Jump Towards your acher. Pee eh itn a ducking 


sary with a Fierce. 


Throw. When Chun tries to When used against the big 
decapitate you with her Whirl- man, ‘cause you'll roll right into. 
wind Kick, duck and use a his Head Butt or deadly kicks. 
Strong or Jab as she gets 

close. When she whips out her 

Lightning Leg, jump over her 

and Roundhouse her in the. vs. Guile 


head 5 / 


…® 


If Ryu uses a 

nail him with a standing Jab, 
Strong, or Forward, He's so. 
fast with the Fireballs that fak- 
ing him out is a good strategy. 
If you can make Ryu missa 
ducking Roundhouse, quickly 
move Towards him and toss 
him with a Suplex. Don't get 
cornered, and beware of the 
walls - he's quick on the draw. 
with that Firebali/Dragon Punch 
pattern. 


If Guile tries to Flash Kick while 
you're attempting an Air 
Suplex, aim Vega's Suplex over 
and to the back of Guile's head 
before pressing the throw but- 
ton. When Guile tosses a Sonic 
Boom, duck and hit Strong or 
Fierce. Anytime you make con- 
tact up close, use the Two-in- 
One Tumbling Claw for 
maximum damage. 


Use your air moves against 
Dhalsim. His long limbs will 
ground you permanently if you 
fight him on the floor. For 
example, if you jump Towards 
Dhalsim, he’ peg you with his 
Roundhouse. The Two-in-One 
Tumbling Claw works well 
against the rubber man. The Air 


Don't try to battle Blanka in the 
air. He'll nail you with his dead- 
\y Beast Slap. You'll lose your 
claw if you try to fight the 


Suplex is effective off the wall, 
because even if Dhalsim 
escapes it, your claw is gonna 
do some damage instead. Back 
Flip to escape Instant Spears 


Rolling Attack. To unplug Blan- 
ka, play defensively. Jump over 
him, and use a Suplex to toss 
him, To set him up for a throw, 
jump kick him, walk Towards vs. E‚ Honda 
him, and then go for it. 


and Torpedoes, 


Play keep away with Zangief - 


nn, Gel he'll snatch you if he gets the 
When Ken pulsa Fireballírom___ chance. Try to move Towards 


F near the wall, try to vault over ____ him, duck, and stab him with a 
KS B|__ him, spring off the wall, and low Jab claw. If he tries to 
k use an Air Suplex as you jump from far away, use a 
, descend. Be patient against standing Jab or Strong to clob- 
Ken - let him make the mis- ber him. If Zangief tries to jump. 


takes, and claw him when he's. Towards you at close range, 

vulnerable. Keep your claw out jump straight Up or Back and 
When Honda tries his Hundred _ Of his reach - hell Dragon press any kick button. 
Hand Slap, leap over the back Punch it to smithereens! Don't 

of his head to nail him withan _iump Towards him or you be ec 
Air Suplex. Don't stick your Send Sers irma desdhge 

claw out in Honda's direction __Dragon Punch. 
or you'll lose it quickly. The 
Tumbling Claw's dangerous 


Don't get into an air battle with 
Chun Li. If you have to jump. 
try to meet her in mid-air to 
take her down in à Choke 
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The slide is hard for clumsy 
Balrog to stop. Trip him up, 
and use your Back Flip as a 
defense against his fists. Try to 
time your slide to take him out 
just after he delivers a punch. If 
you see a Turn Punch coming 
and you're within half a screen 
of Balrog, meet him with a 
ducking Fierce claw before he 
can extend his fist. 


Vega versus Vega easily turns 
into an Air Suplex war. It's best 


to wait until your opponent 
makes the first move, When 
Vega springs off the wal, jump 
him and bust a Mid-Air Choke 
Throw. If you trap him in the 
corner, blast him with a Two- 
in-One Tumbling Claw. Then 
use the Two-in-One Wall Climb 
followed by an Air Suplex while 
he's still off balance. 


Don't slide into Sagat - he'll 
kick you. His lengthy arms can 
nullify your aicbome moves, 
too. Stay on the ground and try 
to step under his kicks and 
throw him. If you manage to 
make contact, the Two-in-One 
Tumbling Claw is a damaging 
move. 


pe | je 
Try to trap Bison in the comer 
with the Two-in-One Tumbling 
Claw. If he pulls a Scissor Kick, 
use a rapid standing Jab to 
defend yourself. Watch out for 
his deadly slides, 


BONUS 
STAGE 
vs. the Car 
Bonus Stage 


Duck and use Roundhouse 
Kicks to shatter the Drums, Be 
careful not to cook your claw, 


Cn 
Give the car transmission prob- 
lems with Strong Claws to its. 
doors. After one side's broken 
down, leap over its hood and 
give it more punishment. 


vs. the Barrels 


Vain Vega proves that he is the 
most beautiful and talented of 
the World Warriors by destroy- 
ing his ugly, less agile oppo- 
nents, This bull fighter's king of 
the Street Fighters! 


Stand in the middle of the. 
screen, pivot on your feet, and 
Fierce or Roundhouse the bar- 
rels as they fall. 
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Li 
Likes: 9070 
pislikes: Drac 


lethal D, 


| revenge, 


| Which he 


A beginner” 


“Lam not sat 


title again?” 


onents 
Punch 


Personality Profile 

Sagat dominated the 
Fighting circuit. as 

the greatest kick boxer ever 

to walk the Earth, but. us 

Strength, discipline, and 


the world! 


ragon Funch burned 


Ascar in his chest, After 
suffering this humiliating 
defeat in the original Street 
Fighter Toumament. Sagat 
| fEbreated to his home in the 
| Thai jungles to train for 


To counter Ryu's 


devastating “Sheng Long” 
Dagon Fust. Sagat devel- 
| oped the Tiger Uppercut 


can use with split- 


|_second timing, Unlike his 
| 9pponente, Sagat throws 
low and high Tiger Firebalie, 


| Battle Quotes 
| You are nota Warrior, you're 


iefied until| | 


5 strongest | 


knows projectie 
erste Tier Fretel 
can hit high. 
i 2) Te Fireball can also naln Ij 
a low. Be prepared to block! 


sl 


E) 
Ten 
1) Sagat slams jumping oppo- 
nents with the Tiger Upper- 
cut, his answer to the 
Dragon Punch. headache with 
N 2) Watch yourself. This long- hisinseguengg SEK 
range move starts low and 
finishes high in the sky, Get- 
ting hit by the Uppercut is an 
“uplting” experience! 


jou 
Et rignor ear hep” 


pain! 


s 
ro, 
Dueling or ane spiting 


delivers NE the Tiger 


| Just 

| missed 
| nod him, 
\ 


Sagat lands afer à 
ppercut, throw of 
for easy damag®. 


EE Sont 's most vunerable 
iss 
En ing a low Tiger 
—) | Naihim in the heac and use 
(| ä comt 
| B bo attack to take him 


1) Sagat leapsin the air with _2) Then, he unleashes a Dou- blows wil 
his Flying Knee. ble-Hit Kick when he lands. _ knock you dzzy! | 
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Sagat' 
Sal 
dhist ei Sports dark, 
ue in the La EE 
lon Edit 
ion 


ss 
And a recol 


lored, ellow Bud 
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TA 
jn 
Sagat evil cheriehes 
the heritage of his 
| progenivors. After 
}\ lengthy research and 
practice in hie Thailand 
eee, the 
Û 


| can use on hi 


| statured Champion 


| Edition opponents. 


Parentage 


Which propel from his 
'owards, and Tc to 
begin he moten. Tran 
Press any punch button to 
‘row ahigh fame strike. 
20, press any ick button to 


Sagat’s Iimber body into an 
all-out Uppercut. The 
stronger the punch you use, 
the higher Sagat will jump 
into the sy with fist extend- 
ed. This is Sagat's answer to 

Ryu's Dragon Punch! 

2) Sagat's fist starts low to the 
ground and reaches extra 
high, He's vulnerable at the 
mid-point, so be careful! 

3) Use the Uppercut to nail 

jumping opponents. 


toss a low Firebal. The 
Stronger the button 

the faster the Frebal wi 
Throw Sagat's Fireballs to 
Counter projectie attacks. 


Ge 


with a fing knee, The Tiger 
Knee is quick, deadly, and 
hits the enemy twice if used 
|__closeto your foe's body. 
2) Use the Knee to take down 


foes as they jump Towards 
you to try a combo. 
3) Bust the Knee to propel 


yourself over projectie 
attacks. 


d 
Stand close to the enemy an 
press Jab to bust an bon 
attack. 
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1) Stand close to the enemy, 
then push Forward. 

2) You'll nail the opponent 
twice at mid-level 


4% Damage 


Mi 


1) Stand close to the oppo- 
nent, then press Short 

2) This move will double-deck 
the enemy low. It can only 
be blocked while crouching 


ati; 
Ee eN 
\an enemy jumps in your 


direction, crouch and throw a 
Fierce Punch. You'll either 


Towards you, stand and push 


Roundhouse. Your highrhiNG | knock the foe out ofthe, air 
leg will stop the attack. Gleanly or exchange hits. 
14% Damage Jab 


gin 
1) Stand close to the oppo- 
nent, then hit Roundhouse. 
2) This double-hit kick will 
smack the opponent high up 


| position. 
and in his or her face, d 


' in 
EN An. 
Pe owards, 
LEN LS Now complete themotion | | momert,thenusean 
4) Fromastandng orduckng NO ES any punchbuton | | Upper Weet 
„throw a Short Kick ‘0 throw ahigh Frebal or hit cially well eerie Se 
ho try 
or Jab Punch. As you Use Kick button to toss à enemies wl 
{his attack, begin the motion pl Fireball. Your Jab or the Fireball! 
for a Tiger Fireball. ‘Short attack willteam UD 
with the Fireball to score 
two quick hits in succession. 


en 


Leap Towards the opponent 
and push Jab or Short to 
smack him or her with flying 


When you land from the 
as you complete the attack, Knee, immediately perform 
retum the controllertothe __ the Tiger Uppercut. This. 
Towards position. double dose of special 

techniques should make the. 
enemy see stars! E41 
Pa E RUSHI En lk Se wars and press 
Duck and tap Roundhouse to : f or Herce to grab the 
deliver a quick knoekdoun \ el he the shoulders and, 
with your leg. =d ij | en Îm or her across the 
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1) Jump Towards the enemy 
and use a Roundhouse Kick. 
|_2) Land and throw a ducking 
Short Kick as you begin the 
motion for a Two-in-One 


nm, 
4) From a standing or ducking 
position, throw a Short Kick 
or Jab Punch. As you use 
this attack, begin the con- 


| Dits mania! 
Leap Towards the foe and 


troler motion for a Tiger nan 
Ae 2)Nowlandanddshouta || 3)As you usethe kick, com- 
2) Quickly complete the Tiger re paume 
Knee technique. The Short. against tall characters or a s ra 

ordab wil combine withthe | Foward against shot Le fand 
double-hit Knee for three beh, 


house Kick in step one, 


hits in total. 3) The Roundhouse or Forward 


you can create your own 
Re etn will doubie-hit, for a total of combo by substituting any 
three hits. ofthe Two-in-One Fireball 


he en or Uppercut techniques. 
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38% Damage 


Pp 


nent and throw a Round- 
house Kick. 
2) Land and use a standing- 
close or ducking-close 
Short Kick. 
3)As you use the Short, bust 
the Tiger Knee motion as 
described in the Two-in- 
One Tiger Knee technique. | 
4) The Knee wil double-hit, 
adding up to four hits, If youre 
too far away from the oppo- | 
nent to connect with step 
two's Short Kick, skip itand 
usethe Knee forthree hits. 


Flip Kick, jump Back and toss 
a jumping Roundhouse to 


Keep your distance and throw 
low Fireballs if Dhalsim tries to. 
Slide close to you, Use a Jab- 
button Tiger Uppercut to skew- 
er his Spear and Torpedo 
maneuvers 


 @ 


Use a Tiger Uppercut just 
before Blanka impacts you with 
afiying attack. Throw standing 
‘Short Kicks to counter his 
Rolling Attack and most of his 
ground-based moves. Toss 
low Fireballs to take the zap out 
of Blanka's Electricity. 


and nail him with a Round- 
house Kick followed by a Tiger 
Knee combo. If he uses a Flash 
Kick, block, then do your worst 
with a Tiger Knee or Uppercut. 


Block high when Chun Li uses 
her Head Stomp, then quickly. 
bust a Tiger Knee as she 
zooms past you. If she tries to 
trap you with a Roundhouse 


Toss high Fireballs against 
Honda. Don't throw low Fire- 


bals or you'll be crushed by a. 
Sumo Head But. Use a Jab 
Uppercut to cleanly take the 
slap out of Honda's Hundred 
Hands Ifthat's too tough to 
pull, aregular standing Jab will 
trade hits with the Hundred 
Hands. 


nnen ‚— 
Trap Ken in the comer and fake 
a Fireball motion. When he 
jumps, stick out your Round- 
house leg. Hop over Ken's Fire- 
balls with a welltimed Tiger 
Knee and be prepared to follow. 
with a second move. Two 
Knees in a row can surprise 
your assailant. 


vs. Ryu 


Ryu willtry to trap you with 
Fireballs. Jump over the slow- 
moving ‘balls and use a flying 
Roundhouse followed by a 
Tiger Knee combo. To dampen 
his blustery Hurricane 
Kick, time a standing 


Fierce Punch to hit 

in-between his spinning 
legs while they're tumed 
away from you. 4 
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6 


en 


Don't throw a high Fireball or 
Zangief wil execute the Moving 
Spinning Clothesline to nail you 
on the run. Instead, toss low 
Fireballs, and use a standing 
Roundhouse Kick to smack 
him as he jumps. If he tries a 
jumping Spinning Pile Driver 
combo, counter with a quick 
Tiger Knee. 


Duck and use the Roundhouse. 
Foot Sweep to trip up Balrog 
when he sets his sights on 
Sagat's face with a Dashing 
Punch. Throw low Fireballs to 
keep him away, then bust a 
Tiger Knee if he tries to jump 
Towards you. Beware of the 
Tum Punch. 


Busta Fierce Tiger Uppercut to 
ground Vega just as he begins 
to descend from a Wall Climb 
technique. Vega's jump kicks 
are tough, but your Tiger 

Knee's tougher. Tos low Fire- 
balls to set him on fire during a, 
Tumbling Claw maneuver. 


Sagat's a master fiohter, so 
when he plays himself, sa. 
most dangerous chess game. 
Use Tiger Knees to move with- 
in range of the alter-ego, then, 


throw a ducking Short Kick 
followed by an Uppercut. You 
can Uppercut Sagat's arms 
when hetries high Fireballs 
from the half-screen mark. 


do, then give him the heave-ho 
with a Shoulder Toss. Use a 
standing Forward Kick to 
exchange blows if he uses a 
Scissor Knee. Block his Head 
‘Stomp move, then pull a Tiger 
Knee of your own. 


Use double-hit Uppercuts to 
remodel the car in a destructive 
way. Coordinate your first 
attack with whatever part of the 
cars lft standing, and always 
use Jab Uppercuts. Jump over 
the car and work ts other side 
once thefirst half is scrapped. 
This bonus stage is a great 
place to practice Two-in-One 
Combos. 


Stand close to the drums and 
make a metal mess with stand- 
ing Roundhouse Kicks. Do it 
correctiy and you won't even 
need a drum rol! 


Roling, roling, ling, those bar- 
reis don't stand a chance against 
Sagat's standing double-hit 
Roundhouse Kick! IFany slip 
through the cracks use the Tiger 
Knee and naìl barrels that ry to 
escape to the edge of the screen. 
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Disgraced by Ryu in Street 
Fighter |, Sagat finally eams his 
place at the top of the World 
Warrior elite once again. Sagat 
wins the final victory in Thailand 
and sits perched atop his throne, 
waiting for Ryu to challenge him 
in the next great tournament. 


kh 


WM. Bison 


1 


M. Bison MW. Bison WM. Bison 


tistics Ï 


irth: April 17 


B The ultimate Grand 
Master in the Street. _ | 
Fighter Il tournament, 

| M. Bison is a long- | 
standing Thai dictator 
who rampaged through 


the world many years 
ago, spreading death 
and destruction in his 
wake. His terrorist 
underlings murdered — | 
Chun Li's father in 

China. Bieon also cap-_ | 
tured Guile's best | 
friend during a special | 
mission. He now con- 
trols the secretive 
Shadoloo smuggling 
operation from a hide- 
out in Thailand. Fearing | 
his exposure, Bison | 
entered his name in | 
the World Warrior | 
tourney to destroy his | 
opposition once and 
for all. Bison channels 


| truction sychic power through 

| ter bate oaren IS organdation Genante watch tno Pfands. This enables 

| aiant bell sounds the» ee je falls and his reign Pesa their mas- him to throw fists of 
__ pening of the fight, rror is ended, A fre and spiral across _ | 

ks WP Ee the screen in a flaming 


body torpedo. 
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1) Bison starts by rocketing up 
in the air and stomping on 
your sku. 

2) Then, he fes off and can 
control his direction in mid- 
fight. He can attack with an 
extended fist. 

3) The punch can nail you 
twice on his way down if you 
don't block! 

4) If Bison prefers, he can also 
jump away to safety. 


1)M. Bison plants hisshin-__ 2}As he tumbles, Bison nails 3) Beware, the Knee is virtually 
guarded knee in yourface _youtwice with this assault, _unstoppableif you dont 
with a quick fip strike. once high and once low. _ block the first hit! Bison can 
use it over and over, trap 
you in the comer, knock you 
dizzy, and put you away. 


1) M. Bison engulis himself in 
flame and spirals down the 


et. ‘screen right in your face, 
Beware of Bson's fing leg One hit from the Torpedo is 
This move can courier an instant knockdown! 
midair attach y 2) Bison usually uses this. 


maneuver when you jump in 
the air, so be careful on your 


4) Bison can use a leg slide to way down or you'll be bumt 


rush you from far away, 
which knocks you down in 

one hit. 
| 2yEven if you throw a projectie | 
attack from a standing-close | 
position, the Side'ssofast | 


veailechngris | EN 


Bison dumps you on the 


round in one swift motion. 


He uses this throw Whenever 
| You're dizzyl 
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Ì 4) From aducking postion, _ 2) Then he instantly uses the ese three hits wil knock 
Bison throws a Fierce double-hit Scissor Knee. you dizzy! 


faming fist 


4 
Bison's jump kick is obnoxious 
and tough. However, you can 
‘stop ft When Bison pulls his, 
fying foot, leap Back, and 
| È NE f house press Roundhouse to knock 
Sl: E Mi Kick to stop Bison's him down to the ground. 
Just as he begins to 


aFlaming Torpedo. 
4) Bison begins this combo | 2) He'l hesitate for a brief 


with a jump kick. moment. Now, use a. 


K} 2) Then he puls a Scissor Roundhouse Kick as you fly. 

IN Knee. | 3) If you're on the ground and 

pl 3) The Knee hits you twice, a projectie attack, 
& {__once high and once low. | use it while Bison hesttates. 


4) If you were dizzy at the start | 
| _ofthe combo, Bison finishes 


BS youoffwitha 
DE SicnoFoot 5 
Ì à 
Sweep. Big u Ì z | 
headache! L en | 


= | 8 | ng 1) Block Bor’ Head Stomp. 


2) As he lands, use a. Round- 


house kick. 


Each 


harge Back, then press 
JJ ee plus any punch 
button to spiral down the 
screen in your opponent's 
face, The stronger the punch 
button used, the faster you! 
fl 
2 ou caniict severe dam 
age even ifthe enemy _ 
blocks. This works particu- 
larly well with a Fierce 
Flamer. 
Sie anamece oel 
pass through almost any 
attack except projecties. 


Ke 


Plus any kick 
ip out with a 


1) Charge Back for tree! 


three sec- 7 E 
rater 2) Use the Knee to nail the 


button. You'y 
‘Scissor Knee. 


Spponent twice, once high 
And once low. 


vp 
‚you fight. 

rectionin mic 

Ae can fy away to safety. 


We orecuted the 3) 
can 


or, you can smack the 


Towards tim or herand hit 
ee punch button. 


to 


10% Damage 


‘by steering 


af 


Atclose range, use the Slide 


xchange hits when the 


0e tries a projectie attack. 


Scissor, and Head Stomp 
âttacks, hold Down 
You Slide! 


Your Torpedo, 


Back as Je 


Pes 
1) Use the Five-Hit Combo 
knock the opponent 
down. mmediately use a 
Roundhouse Slide to 
move extremely close to 
the fallen body. While slid- 
ing, Charge Back to use 
the Scissor Knee. 


Ln 
While Charging, stand up 
‘and press Jab to start the 


ASD 
Knee will nail the 


Two-in-One as YOU prepare 


1) While close to 
pull Back to , 
hg Ben aan 
ria to begin the tech. 
ve. Eiherat ho bege 
ning or mid-wa Al 


Up to two fast hits! 
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ze 


7) Complete this devastating 


combo with a standing For- | 
ward Kick. You can use this 
combo to daze the enemy 
overand over “tlheorshelsà 
guivering mound of defealed | 
desh! Thekey to pulingthis__ | 
combo is careful, controlled 
Jab button presses. 


4) Jump Towards the enemy 
and use a flying Fierce 
Punch, 

2) Land, duck, and throw | 
crouching Strong. 

3) Stand up, hesitate for a. 
moment, then polish off the 


‘combo with a Forward Kick. 

— EEEN 
De de 
he » 


Corner Trap Strategy 


1) Move close to the oppo- 
nent. Duck, and while 
Charging Back for a Scis- 
sor Knee, use a low For- 
ward Kick. 


2) Stand up and while stil 
Charging Back, use a 
standing Forward Kick. 


3) Press Towards plus any 
kick button to execute the 
Scissor Knee. While you're 
flying into the Knee, hold 
Back to Charge again. 


4) Now, go back to step one 
and repeat this entire 
process. You can trap the 
enemy against the edge of 
the screen and suck away 
life energy, even if he or 
she blocks! 


5) To escape the Comer Trap, 
Ryu, Ken, and Sagat can 
use Uppercuts, and Guile 
‘can pull his Flash Kick. 
While playing them, fake the 
Scissor Knee in step two or 
step three to sucker them 
into using their special tech- 
nique. When they land, use 
the Scissor Knee followed 
by a punch/kick combo to 
daze them. 


nent, and hold Back while 
You're flying to Charge the 


‘Scissor Knee. In mid-air, use 
a Fierce Punch just as you're 


| bout to touch down. 

| 2 Land, duck, and wie sti 

| Charging the Scissor, use a 
Jab Punch. 
Stand up, and while stil 

|_ Charging the Scissor, throw 
aab. 

4) Now, press Towards plus 

|_ Forward Kick to use the Two- 
in-One Scissor Knee tech 
nique. The Scissor will clip the 
opponen twice, adding 
atonlorfehist 


Five-Hit Combo 


__d 


| Four-Hit Knee Combo 


1) Charge Back, then cut loose 
||_witha Scissor Knee. 
2) This attack will double-strike. 
B 3)iryour opponent doesnt 
block, use a crouching 
Strong. 
4) Now, stand up and deliver 
a Forward Kick for an 
easy dizzy! 


Block Blanka's Rolling Attack, 
then use a Scissor Knee to clip 
his wings as he descends from 
the alr, Use a ducking Forward 
Kick if he tires to Electrify you. 


Be careful, don't use a stand- 
ing Forward against him or 
he'll duck. 


Jump and use Forward Kicks 
to stop Chun’'s Air Throw 
attempts. If she tries a Toe Tap, 
walk under her extended foot, 
then use athrow just as she 
lands. 


Block Dhalsim's Slide, then 
execute a Scissor Knee. If he 
starts a Yoga Spear or Torpedo 
from far away, throw standing 
Jabs. If he uses the Spear 
technique from too close, jump 
Back and use a kick. 


Use a welktimed Roundhouse 
Scissor Knee from half-way 
across the screen to fly over 
Guile's Sonic Booms and make 
him suffer. Start from far away 
when you use a jump kick or 
Guile willtake you down with a 
erouching Fierce Punch 


Fame on with the Torpedo to 
send wide boy to the Sumo hot 


tub in the sky. You can even 
pass through his Hundred 
Hands with this move! Toss 
ducking Fierce Punches to give 
him a headache if he pulls the 
Sumo Head Butt. 


If Ken tosses a Firebal, stan 
and use a Roundhouse Kick to 
put out the fire. Throw ducking 
Fierce Punches to counter his 
jumping Roundhouse Kick 
attacks. Use the Flaming Tor- 
pedo to take the wind out of his 


lk 
Be patient and wait for Ryu to 
toss a Dragon Punch. Block 
the move, Charge up energy, 
and nail him with a Scissor 
Knee when he lands. If he tries 
totrap you with fast Fireballs, 
pull Down-Back to block, then 
execute the Head Stomp in- 
between Fireballs. 
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'Zangief willtry to jump 
Towards you and use a Spin- 
ning Pile Driver, As he's flying 
through the air, walk Back 
and use a standing Round- 
house to pluck him from the 
sky with a quick hit If Zangief 
uses a Spinning Clothesline, 
execute a Sliding Foot Sweep 
and he's dust. 


—sl 


Throw ducking Fierce Punches 
to counter Balrog's Tum 
Punches if he makes his move. 
close to you or very far away. 
Timing is everything! You 
exchange hits ifhe uses the 
Tum Punch from mid-way 
across the screen. As he paus- 
es for breath in-between Dash- 
ing Punches and Tum, 
Punches, tum on the Flaming 
Torpedo. Direct hit! 


When Vega uses the Wall 
Climb technique, nail him with 
any jumping punch on his way 


up or as he flies down at you 
foran attack. Block his Side 
moves, then unleash a Scissor 
Knee. Throw standing Fierce 
Punches to take the edge off 
his Turnbling Claw. 


Make your move with a Flam- 
ing Torpedo if Sagat throws a 
low Fireball. Keep your dis- 
tance or youIlfeel the fury of 
Sagat's Tiger Knee. Instead, 
use jump kicks folowed by a 
Scissor Knee combo. 


Ies dictator vs. dictator! IFthe 
other Bison uses the Comer 
Trap strategy, throw standing 
Jabs to break the pattern 
Jump his Flaming Torpe- 
does, tum around, and Slide 
as he lands. 


Bonus 
STAGE 


Stand close to the car’s door 
and bash it with standing 
Strong Punches, After one side 
is crushed, jump over and 
pound it with Strongs. Duck 
and polish off the auto with 
more ofthe same. 


To win at the barrel bonanza, 
use Roundhouse Slides to 
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shatter the barrels just as they 
land. Aitemate back and forth 
on both sides of the trampoline 
and you'll emerge victorious. 


Dt AD 
Easy one. Stand close to the 
drums and use Roundhouse 
Kicks to break them down to 
the ground. Careful the flames 
willscorch you! 


After facing the final test of his. 
inner strength, the alter-ego ver- 
sion of himsef, M. Bison 
assumes his position as domi- 


nator of the world, His armies 
reach out and crush the remain 
ing resistance, and the other 
three defeated bosses are rele- 
gated to serving him for fe. 
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Street Fighter Iltoumaments 
are sweeping the country. 
It's easy to set one up IN 
your area, ether at a local 
arcade or with your very 
‘owm copy of Street Fighter Il 
for the SNES. Use Cap- 
com's official Toumament 
Rules as your guidelines. 


Rules 

‘Any deviation from the folowing 

Character Selection rules 

results in a game forfeit and is 

counted as a loss. 

1. BEFORE the tournament 
begins, write down the char- 
acter you wish to play in the 
first game on the Character 
Choice Sheet. This sheet 
determines which character 
you'luse for the first game of 
each match. You cannot 
‘change your character choice 
once the toumament begins!! 

2. Atthe beginning of each 
match, compare your Charac- 
ter Sheet with your oppo- 

nent's to ensure that the first 
game starts with the charac- 
ters both players have written 
down 

3, If you win a game, you keep 
the same character. If you 
lose a game, you can choose 
to play as any character. 

4. Rules two and three apply 
at the beginning of each 
new match. 


two out of three. 


Je EE Fighter Iltoumament 
De Jouble elimination Contest. 
bs begin in the Winner's 
oa et, and continue to 
ee În this bracket untij they 
â Match, A match consists 
of individual games. To win a i 
Qame, a player must. defeat their 
9pponent in standard play. T, 
Winamalh apr 
games. 


When a player loses a 


nee the Wimer's champion 
LESnotlosta match, the 
5 zi) bracket champ must 
Matches in ord 
elmiaethe Weren, 
lampion, while the Winner's 


Champion m 
u 
gie must win oi one 


Get Ready to Rumble 
with Street Fighter II! 
This is it - the indispensable guide to beating 
Streel Fighter II! This 162-page hook is jam- 
packed with in-depth tis and tactics for he 
Super NES home version and the arcade 
Champion Edition. 
All 12 World Warriors! 
You get hard-hitting character profiles lor 
Blanka, Ghun Li, Dhalsim, E. Konda, Guile, 
Hen, Ryu, Zangief, Balrog, Vega, Sagat, and 
M. Bison. 
SFII Top Secrets! 


Gheck out SFII's secret endings, and use a 


Basic Training! 
Step-hy-step photos and diagrams make 
you a Street Fighier superpower! 
Hot Moves! 


Master Awesome Attacks, Special Tech- 
nlques, Killer Throws, and Crushing Combos 
galore. 


Head-to-Head! 


Specific one-on-one strategies help your 
favorite fighter beat up the baddest 
arch-rivals. 


Intense Art! 
Tons of orfginal Mwstrations showcases 
the World Warriors ín full-color glory. dr 
Tons of Game Screens! 


Over 2,000 screen shois take you into 
the battle scenes like never before. 


And More! 
Gel a hands-on play test with the awe- 


